Featuring: 


. EAGLES OF THE GULF 


Air Superiority Module 


Includes 2 Bonus Maps plus 14 Scenarios to Eagles of the Gulf, Part 1 


Also in this issue: ASL Scenarios * 
WORLD IN FLAMES Variants 


VICEROYS Scenario 
« RUSSIAN FRONT Scenario 
REVOLT IN THE EAST Scenario * 


AIRLAND BATTLES Variant 
DUEL IN THE DESERT Errata > REMEMBER THE MAINE Scenarios 


OverRUN! is the most realistic 
tactical simulation of modern 
land warfare. It uses an 
improved version of the superb , 
game system seen in our best- 
selling wargames — Panzer 
Strike!" and Typhoon of Steel." 

The action in OVERRUN! is so 
detailed, you can almost feel the 
Milan launcher in your hands or 
the explosion of a HEAT round 
inside a T-72! 

This advanced wargame 
incorporates practically every 
ground weapon in the modern 
arsenal and even some that are 
in development — such as tanks 
with reactive armor (like the 
Soviet 1-94), FOG-M and ADATS. 

OVERRUN! is also a powerful 
construction set: Easy-to-use 
tools let you create an infinite 
number of scenarios. 

Engage in single battles 
against a friend or the computer. 
Or play campaign games against 
the computer. 

No matter which you choose, 
OVERRUN! lets you fight the land? 
battles of tomorrow...today! 


COMMODORE 64/128, 
APPLE II SERIES. Coming soon: 
IBM PC/Compatibles. 


American forces defending the 
Autobahn. 


An advancing Arab APC is 
destroyed by Israeli forces. 


TO ORDER: Visit your retailer 
or call 1-800-245-4525 to 
charge on VISA/MC. 
To receive 5515 complete 
product catalog, send $1.00 
to: 551,1046 М. Rengstorff Ave., 
Mountain View, CA 94043. 
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Editorial 


BattlePlan #9 


Well, finally Battleplan i9 made it off the presses. These have been very 


busy months at ЗИ, 


Introductory Games 
Battleplan. 
him ГОР 811 
was born 
come to 
continue 
See more 
The 
welcome. 


and 
Battleplan got elected. With Alan Emrich's appointment 
Division, 
The magazine was originally Alan's conception, 
of the work that he has put into it. 
in one context, 
put а ЗМ imprint on it. 
to be variants and scenarios. 
short reviews, replays/analysis of play, 
shape of things to come is still fluid, 


something had to 


he is giving 


at then publishers DTI, 


be 


and 
Certainly the core of the magazine will 
In addition you should 


both 
forward to once more being in the 


tail-end-charlie - and 

as head of our 
the editorship of 
and ме thank 
However, the magazine 


the time has now 


up 


expect to 
and perhaps hobby news. 


and your suggestions will be 


the Wargamer and 


MI level 


On a personal note, I have previously edited 
Strategy & Tactics, and am looking 
editorial seat. 

DUEL IN THE DESERT 


Errata, Clarifications, and Single Board Game Variant 


Errata and Clarifications that apply to 
BOTH Games 


1. Victory Conditions: 

A. German Decisive — Hold both 
Alexandria and El Agheila at the end of any 
British turn with a supply line open between 
the two cities. 

B. German Marginal — At the end of 
the game, hold El Agheila and Tobruk with 
no supplied British units west of the Blue 
Line 

C. British Decisive — Hold both 
Alexandria and El Agheila at the end of any 
German turn with a supply line open be- 
tween the cities. 

D. British Marginal — At the end of 
the game, hold both Alexandria and Tobruk 
with no supplied Axis units east of the Red 
Line. 

E. Any other results are considered a 
draw. 


2. Axis units entering the west edge of 
the map must enter through Hex 1B, NOT 
through Hex 1A. 


by Lew Fisher and Erich Faust 


3. Allied units moving by sea into or out 
of Tobruk are limited as such: 

A. A limit of one combat unit with a 
maximum strength of four strength points 
plus one supply unit. 

B. Or one replacement step plus one 
supply unit. 


4. Replacement steps may not be built in 
enemy ZOCs with the exception of Allied 
units inside Tobruk or Alexandria. 


5. Ifin Axis hands, may use Benghazi to 
enter one supply unit (if available) per turn. 


6. Italian units not stacked with German 
units may not voluntarily move out of sup- 


ply. 


7. Supply units cannot retreat or advance 
after combat, nor may they move with 
Mobile Assaulting units. 


8.  Ifaunit moves into the same hex as an 
enemy supply unit, itis captured on a die roll 


of one or two. Roll separately for each 
supply unit. Players should make up extra 
captured supply markers as they are consid- 
ered in excess of the counter limit. If a unit 
is not captured, it is removed from the board 
and put into the Allied Supply Pool. 


9. Allied Set-Up — 2nd Armor sets up on 
aroad hex within three hexes of Agheila, but 
NOT including Agheila. 


10. Lew Fisher should have been included 
as an original designer. * 


Conversion Rules for Single Board (i.e., 
non-double blind) Version 


1. Eliminate all intelligence and double 
blind rules. 


2. Cannot examine enemy stacks, except 
probing by Recce units. 


3. Axis 88 units may be removed from 
the map, the location secretly recorded, and 
then revealed at the time of combat. 


ТНЕ 
OMPLEAT 
TRATEGIST 


Adventure Game Headquarters 
Fantasy and Wargame Headquarters 


Please write for our free 32-раде catalog: | 
The Compieat Strategist, Attn: Catalog Manager, 11 East 33 Street, NY, NY 10016 
Toll Free for orders only: 1-800 225-4344, Amex/MC/Visa, $10 min. 


NY: 11 Eost 33 Street, New York City, NY 10016 
320 West 57 Street, New York City, NY 10019 
PAD: 231 Pork Avenue, Baltimore, MD 21201 


(212) 685-3880 VA: 
(212) 582-1272 NJ: 
(301) 752-1493 FL: 


103 East Brood St.. Рой Church, VA 22046 
215 Glenridge Avenue, Monklow, NJ 07042 
5406-8 Shrling Rood, Dove, FL 33314 


(703) 532-2477 МА: 201 Mossochosetts Avenue, Boston, МА 02115 
(201)744-6622 PA: 254 №. DeKolb Pike, King of Prussia, PA 19406 


(617) 267-2451 
(215) 265-8562 


(305) 961-5660 (215) 563-2960 


2011 Wolnut Street, Philadelphia, РА 19103 


PLAY BY MAIL GAMING PLAY BY MAIL GAMING 


PAPER MAYHEM 


"Ihe Informative PBM Magazine ` 


Having a hard time getting enough players 
together for your favorite role playing or boar- 
dgame? Eliminate this problem by joining the 
world of play-by-mai! gaming 


Subscribe to PAPER MAYHEM and discover 
the world of play-by-mail (PBM) gaming Virtually 
every facet of PBM gaming is covered by PAPER 
MAYHEM Fantasy. science fiction. historical 
and sports Each bimonthly issue brings you the 
latest on various PBM games in the forms of 
reviews and articles 


Also in PAPER MAYHEM. you learn about 
what the PBM companies are doing by reading 
our Gameline section Plus. in our PBM Activi- 
ty Corner section. you can see what is happen- 
ing in the current PBM games that are running 


PAPER MAYHEM has been publishing news 
about the PBM games and companies since 
1983 We have improved and expanded to keep 
up with this ever popular activity of PBM gaming 


So why delay and miss out on all the fun? 
Read PAPER MAYHEM and take advantage of 
PBM gaming 


SEND SUBSCRIPTIONS TO: PAPER MAYHEM (Dept. BP) 
1518 Adams ©! Ottawa. IL 
61350 4/64 
SUBSCRIPTIONS 1 year $20 25 
2 years $35 10 


CONTINENTAL RAILS 


Now YOU can become one of the famous (or 
infamous) railroad robber barons of the 1800 5. 
YOU can be the tycoon to drive Vanderbilt 
bankrupt or the first railroad president to earn 
the Golden Spike. 


Continental Rails is a fully computer-moderated 
play-by-mail game simulating the growth of the 
American railroads between 1840 and 1890. 
Fifteen player tycoons compete for the glory of 
wealth or prestige by stock speculations and 
manipulations, and by building and running the 
most famous railroads in the U.S. Each turn. 
players receive a customized computer report 
of game activity and a customized turnsheet to 
submit their instructions for next turn. 


Costs: Rules $3.00 Turn Fees: $4.00/turn 
Game Entry: $72.00 (Rules. set-up. 3 free turns.) 


SPIRAL ARM 


Spiral Arm is a play-by-mail game of strategic 
galactic conquest featuring a map of over 650 
stars. up to 50 players per game, 4 modes of 
ship movement, economics, technology 
development. customized turnsheets, and much 
more. 


Costs: Rules $2.50 Turn Fees: $4.50/turn 
Game Entry: $15.00 (Set-up. 3 free turns) 


FEUDAL LORDS 


Feudal Lords is our first and most popular game 
of medieval power politics set іп Arthurian 
England. Fifteen players compete to become 
King of England through economic develop- 
ment. military conquest. and diplomatic 
maneuvering. 


Costs: Rules $2.50 Turn Fees: $3.00/turn 
Game Entry: $70.00 (Rules, set-up. 3 free turns) 


For further information about these games, 
contact: GRAAF SIMULATIONS Dept. BP 


27530 Harper, St. Clair Shores, MI 48081-1924 


TETTES) 


HABITANTS to carve out 


a galactic empire 
in this challenging, 
intensely competi- 

tive, play-by-mail, 


СЕ. 
| strategy, simulation 
game. 


ЭЎ 
2 Info: FREE! 
Rules: $4.50 


SPECIAL OFFER: 


Buy a rulebook and pla 
a shortened Sampler game FREE. 


EGS POB 9078-51 BP Van Nuys. CA 91409 


Р YOUR PLANET'S 


For more information about play-by-mail 
games and companies, send for The Journal of 
the PBM Gamer, which is a lisitng of PBM 
Companies and their games. Send $1.00 to 
Paper Mayhem, Dept. BP, 1518 Adams St. , Ot- 
tawa, IL 61350. 


THE HEROIC AGE 


Here they are! Alive and real, the golden people of 
the Aeneid, Iliad, and Odyssey, only now you 
control their destiny. The Heroic Age is а 
simulation of Bronze Age Greece during the age of 
Achilles, Odysseus, and the Trojan War. As the 
ruling family of one of the 34 kingdoms you have 
the opportunity to carve out your own history, and 
become High Lord of Achaea. 


For more information on our Р1ау-Ву-Май games: 


Games Without Frontiers 
P.O. Box 8226-BP 
Cherry Hill, N.J. 08002 


1944-SECOND FRONT: 


(previously titled "Operation Overlord") 


From D-Day to Victory in the West 


ADVANCE ANNOUNCEMENT: PROJECTED SHIPPING DATE IS 1 NOV. 1989 


ва: dO [ES 
8-10-12| — |12-9-12 5-9-9 


Typical 7944 elite units. 


ІСІ [Б> 


2-1-9 6-8-9 


Lehr 


102% 


Large elite units аге inefficient and not worth 
maintaining in a modern army. At least that's 
the official position of most of today's western 
armies (including the USA). In the past decade, 
however, a new school of historical scholarship 
has arisen (typified by the works of Max 
Hastings) which runs counter to that thinking. 
These revisionists claim the history of World 
War II shows it is only such large elite forma- 
tions that can withstand the long term rigors of 
combat well enough to produce victory. 


It was these elites (deliberately created in their 
panzer, paratrooper, and Waffen SS units) that 
allowed outnumbered Germany to fight on so 
long and so ferociously. And even though the 


Allies did not deliberately foster such outfits in their armies, the repeated use of certain divisions in the hottest situations 
shows the SHAEF command was well aware of the elite concept and was fully inclined to make use of it when such units 
— through good leadership, training, and combat experience — in effect created themselves. 


3W's 1944-Second Front game (boxed), designed by Ty Bomba, is the first wargame to make this new interpretation of 
elites the centerpiece of its system. You'll find yourself refighting the classic engagements of the western front, from 
beachhead to breakout to counterattack — and for the first time you'll get a graphic understanding of how and why that 
same handful of divisions, from both sides, time and again ended up spearheading the desperate attacks and leading the 
fanatical defenses. (You'll also learn quickly how expensive — but unavoidable — that style of warfare is in men and 
materiel, as slam is met by bloody counterslam, hammer blow by savage hammer blow.) 


1944-Second Front contains one full-size color map, showing all of France, the Benelux and western Germany at 15 
miles per hex (terrain types include all the usual, plus separate categories for “bocage” and " Ardennes"). The 400 unit 
counters present the most accurate combat OB yet put into a western front wargame at the division/brigade/regiment/ 


battalion levels. 


Combat is resolved using a 10-sided die and 10 battle cards (for secret elite commitment) on a step reduction CRT. Other rules 
cover Allied Army Group Organization, the Atlantic and West Walls, the ultimate logistic importance of Antwerp, to Bulge 
or not to Bulge, variable replacements, unit conversions and cannibalizations, Monty's dagger-like thrust, sudden death and 
National Socialist Ardor victory conditions, ULTRA, Patton and Rommel, German morale collapse, French partisans, heavy 
bomber strikes, panzer intervention on the beaches, the Roer Dams, the Saar, massive assaults, the Hook of Holland, and 


Replacement Army, and much more. АП bound up in a tightly written 32- 


page rule booklet with extensive designer's and 


player's notes. Three scenarios allow for historic or free set-up and a five turn short game (turns equal 1/2 month). 


This will be a limited print run game. Secure yours now at this special pre-publication price. 


Available from: 
3W 


P. O. Box F, (4070 West St.) Cambria, CA 93428 
Or telephone (805) 927-5439 


VISA and MC accepted 


$28.00 plus 15% ($4.20)P/H. 
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The Michicon ”88 ASL Tournament 


a.k.a. 


“Тһе Playtesters Tournament’ 


Competitive ASL is, in my opinion, 
the most exciting type of wargame play. 
The interactive nature of the system means 
that there is little, if any, “dead time", time 
that one player spends waiting while the 
other performs his actions. Few other 


games allow the ‘non-phasing’ player so - 


many options. Defensive First Fire, Final 
Fire, Final Protective Fire, Gun Duels, 
LOS checks, revealing HIP or concealed 
units, interdiction, Heat of Battle results, 
rallying; the list goes on and on of actions 
that are performed during the other guy's 
turn! As such, an ASL tournament is al- 
ways a tension filled and exciting event. 
ASL at Michicon '88, the convention spon- 
sored every spring by the Metro Detroit 
Gamers, was no exception. 

The inspiration for this event was the 
1987 Origins ASL “Leaders Tournament." 
As a competitor in that outstanding event, 
I was amazed and delighted at the quality of 
the scenarios. Though short, each was both 
balanced and exciting. I decided to try my 
hand at designing similar competitive sce- 
narios, only with a twist. I decided to make 
use of the Chapter E rules. So many of the 
historical accounts I' ve read set the battles 
ininclement weather, or at night, orinvolve 
air power, that I couldn't resist the chal- 
lenge to try to adapt some of them to ASL 


TWO LONG BARS 


Scenario B1 


By Eric Baker 


play. With the help of Cliff Gleason, with- 
out whom these scenarios would never 
have reached their final form, the challenge 
became the reality. Because of the use of 
the “optional” rules, the event was billed 
*For Experts Only." It must be said that the 
level of play was expert, almost half the 
people who played are or have been 
playtesters for ASL products! 

We started at 9:00 a.m. Saturday 
morning. The scenarios were played in 
numerical order, B1 was the first round, B2 
the second, and so on. The event was 
double elimination, meaning that a player 
had to lose twice to be out of it all together. 
Eleven people signed up for the event, so 1 
played in the first round in order to avoid 
giving a bye. The round ended with four 
Soviet victories and two German wins. 
Only ten people played in the second 
round; one of the losers in the first round 
dropped out, letting me drop out also (by 
the way, I lost the first round, how embar- 
rassing to get beat at my own game!). The 
end of play saw three Russian and two 
German victories. 

Byround three we were down to eight 
people, four with no losses and four with 
one loss, and the action was getting hot. As 
an observer, I saw all the things that make 
ASL dear to we Grognards: rates of fire 


being held for seemingly endless (at least to 
those on the receiving end) periods of time; 
critical hits from moving, buttoned up 
AFVs; berserk squads dashing through 
veritable storms of fire; even a Human 
Wavein the streets of Allenstein (you don't 
care if itis 1945 and that sort of thing went 
out of style in 1942, do you Mark?). In the 
end, the scenario seemed very well bal- 
anced with two German and two Russian 
victories. 

Six veterans made it to the final 
round. Mitch Balicki and Russ Hall, both 
playtesters, and each with perfect records. 
Bruce Bakken, Bill Conner, Mark Nixon, 
and Dave Sisler, with a single loss each, 
played for second place positions. Of these 
four, three are also well known playtesters 
in the ASL world — Bill, Mark, and Dave 
(a fine scenario designer in his own right). 
This truly did tum out to be "The 
Playtesters Tournament!" When it all 
ended (at around 5:00 a.m. Sunday morn- 
ing), we had Mitch Balicki as the winner, 
with Bill, Russ, and Dave all tying for 
second with but a single loss each. We were 
also, to a man, “СХ.” 

Here are the scenarios that we played, 
along with tips on tactics that were used to 
good affect in each. Have fun! 


Board Configuration 


^ 14 
N 


Balance: 

German — The FB enters WITH bombs. 
Soviet — Add an 8-0 leader to the Soviet 
OB. 


| 
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Victory Conditions: 
The Soviets win the INSTANT they move, with either an infantry unit or AFV, through all hexes of the Runway (B7). This movement 
does not have to take place in the same turn, or be performed by the same unit, but must, in total, traverse all hexes of the Runway. 


Kalinin — November 26, 1941 

Kalinin fell in early winter of 1941. By late November, the German formations were on their last legs. The bitter cold and incessant counter 
attacks had taken their toll. Into this situation flew Hans Ulrich Rudel piloting a ‘Stuka’, instantly recognizable by the two long vertical 
bars painted on its tail. As he landed on the outskirts of Kalinin, tank shells started to fall on the runway. The Soviets were attacking the 
thin screen of infantry covering the approaches to the airfield. In a flash he was back in the air, accompanied by HS123 fighter bombers, 
determined to stop the Russians before they could overrun his base. 


TURN RECORD CHART 


Germans Set Up First 


Soviets Move First 


Elements of 161st Infantry Division [ELR 3, SAN 3], set up per SSR 1.2. 

ihe + $ т 2 {кш 4:2 
CS = L] ка 

447 j ы $ E Li = 5 т 3 52 T 

5 3 


Elements of 30th Army [ELR 3, SAN 2], enter on turn 1 anywhere on the South board edge. 


m 


Special Rules: 

В1.1 — EC are Snow. Ground Snow (E3.72) is in effect. Extreme Winter rules (E3.74) are in effect. Note that all aircraft are immune to 
the effects of Extreme Winter. There is no wind at scenario start. 

B1.2 — АП German forces must set up on hexrows S through W, inclusive, EXCEPT one squad (or equivalent), one SMC, and one SW, 
which may set up anywhere on or North of hexrow W. 

B1.3 — The Germans receive Air Support (E7) on turn One in the form of one Stuka with bombs and one FB without bombs. 

B1.4 — All Soviet forces have Winter Camouflage (E3.711). 

B1.5 — The Soviet T28E М40 is considered to have a radio, and consequently be immune from the effect of rule D14. 


Aftermath: 

The thin line of infantry bent, but did not break. Despite sub zero temperatures, weapons that would not fire and being heavily outnumbered, 
the efforts of Rudel and the Luftwaffe, with their steady attacks on the Soviet armor, saved the day. The Soviets would have to bring up 
fresh forces to throw the Germans back from the gates of Moscow. 


a 4-6-7 іп W9. 


Scenario B1 — Two Long Bars 
Player's Notes: 

German: The earlier you can break 
up the Soviet attack, the better. Your 
infantry's job is just that, disrupt the Soviet 
infantry. With only a couple of exceptions 
you want to leave the armor to Rudel and 


the FB, they are better able to handle it. 
With this goal in mind, I like the following 
set-up: one 2-4-7, MMG, and the 8-1 leader 
in L5, second level; one 2-4-7 in L5 on the 
ground level; a 4-6-7, LMG, the 8-0 leader 
and the DC in W6; two 4-6-7's, two 
LMG’s, the 9-1 leader, the Hero and the 
ATR, all in T9 on the first level; and finally 


This set-up will allow you to set up a 
fire zone in rows BB and CC on your right 
flank, the goal being to slow the Russian 
penetration and keep him out of row Y on 
the first turn. If the advance is on your left 
flank, the groups can easily switch their fire 
to the vicinity of CC4 and the Y4 woods 
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(check those LOS's). You'll never again 
have as good a chance to disrupt the attack 
as when the infantry is charging pell mell 
across the open ground at the south end of 
the board. 

The Russian armor is a different 
story. Your air power is not effective until 
turn two, so while you can't do a whole lot 
against those metal monsters with your set 
up forces, you need to make the best of 
| what you do have. The two most potent 
weapons against them, besides the aircraft, 
are your DC and tht ATR. With the DC in 
W6, it is in an excellent position to be 
placed on an AFV as they make their way 
through the W5-W8 gap (the only really 
suitable path for armor to take). The ATR 
can be fired by the HERO using his heroic 
DRM; it has a final To Kill of 5 against the 
rear of a T28 M34, not excellent but some- 
times worth a shot. Its real threat is against 
any of the armor that stops within six hexes; 
the Hero can make a successful immobili- 
zation shot with a hull hit of 7 or less. This 
translates into a 33% chance to immobilize 
against any stopped Russian AFV. 

Of course, even with optimal use, 
your ground forces are too weak to hold the 
Russians for six turns. This is where Rudel 
comes in. Your air power must break the 
back of the Soviet armor to give you a shot 
at victory. If your figure the chance to kill 
with the aircraft's MG's you'll find they 


ICE FOLLIES 


Scenario B2 


have between a 2296 and 2596 chance of 
success with each shot (taking into account 
the sighting TC, the To Hit, and the aerial 
MG То КШ), against the T28 M34's. The 
22% is against a motion vehicle, the 25% is 
against a stopped vehicle. Against a 
thoughtful opponent you will not get more 
than two shots per plane per turn, so on 
average you'll knock out a tank each Rus- 
sian MPH. Since you don't get any shot at 
all until turn two, you can see the impor- 
tance of pounding the armor at every op- 
portunity. Use Rudel's "egg" against the 
T28E M40; your MG's have less than а 
10% chance of success against it, while the 
bomb of 150 HE has better than 6040 
chance of a result against it if it's in motion, 
and a 70% chance if it is stopped. 


Russian: You have the twin advan- 
tages of superior numbers and victory 
conditions that allow you to throw every- 
thing at your objective. Nothing needs to be 
left after you traverse that last airfield hex; 
use this knowledge by being bold with both 
your armor and infantry. Time is your 
enemy. If you give the German time to 
blow away your armor and redirect his 
aerial MG's against your infantry, you will 
probably lose. For this reason it is impera- 
tive that you move quickly. 

Bring the T28 platoon on first, ad- 
vancing to rows W-X. If they draw fire, 


Victory Conditions: 


fine, that is less to blast your infantry as it 
CX's its way forward on turn one. Even if 
they don't, their proximity to the defenders 
will limit his Defensive Fire options. I like 
to keep the tanks in motion at all times, 
giving a slightly lessened chance to hit 
against the aircraft but greatly lessening the 
threat of the DC and ATR. Their mission is 
to charge headlong towards the airfield, 
spraying everything along the way with 
their MG's and cannon, but never losing 
sight of their goal; covering as much of the 
field as they can with tank tracks. Next, 
advance seven squads, two LMGs and the 
Commisar (don't forget your option to 
exchange the 8-1 for a 10-0 "fearless 
leader") from the area G7 through G10 in a 
dispersed pattern. The German only has so 
many fire opportunities, so take advantage 
of that fact. Also note that every time he 
fires an SW the Extreme Winter rules could 
weaken his defense even more. This group 
should aim to take building T8 by шт 
three, and be at K8-L7 by turn five for the 
final rush onto the tarmac. Bring three 
squads, the MMG and the 7-0 in at GG1; 
you want to get them to Y4 by turn two to 
give covering fire to the main group being 
led by comrade Commisar. Last, place the 
Т28Е М40 where, even if it is disabled by 
the Stuka, it can still give support to the 
attack. 


Board Configuration 


Note: Only hexrows A through 


nl 
FL EADY LEP SS 
P are playable. 
Balance: 


Soviet — May choose any combination of 
5-2-7 & 4-4-7 squads, as long as the total is 
16 squads. 

German — Substitute a 9-2 leader for the 9- 
1 leader in the OB. 


The Soviet wins by clearing ALL islands of unbroken German Infantry OR by having 9 unbroken squads on the west bank of the river 
at game's end. The Germans win by avoiding the Soviet victory conditions. 
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The Don, North of Voronezh — February 14, 1943 
During the long winter of 1942-43, the German 2nd Army held a defensive line along the Don. The Soviets launched repeated attacks 
against this line during and after the fall of Stalingrad. These attacks often came at ni ght and always tested the nerve of both attacker and 


defender. 


TURN RECORD CHART 


Germans Set Up First 


BattlePlan #9 


Elements of the 2nd Army [ELR 3, SAN 3], set up first on any island or West of any 
X 


Special Rules: 


В2.1 — Night rules (E1) are in effect. The German is the scenario Defender (E1.2). NVR is 3 hexes and can NOT change during the 
scenario. The Majority Squad Type (E1.6) for both sides Normal. 
B2.2 — EC are Snow. Deep Snow rules (E3.73-3.734) are in effect. There is no wind at scenario start. All forces have Winter Camouflage 


(E3,711). 


В2.3 — All building hexes on all boards are wood rubble. 


Aftermath: 


The islands fell during the night, but before dawn the Germans mounted a counterattack and took them back in vicious hand to hand fighting. 


Scenario B2 — Ice Follies 
Player's Notes: 

German: As the scenario defender, 
you have a couple of advantages in this 
night scenario. The most important is your 
ability to set uptwo units (a squad and a half 
squad), using Hidden Initial Placement. 
These should be used to offset your major 
disadvantage as defender: your lack of 
movement ability early in the game. The 
"NoMove" rule must be negated as early as 
possible. The most certain way to do this 
(and I say most certain because, of all the 
ASL optional rules, the night rules are the 
hardest to ‘balance’; too many unplanned 
events can occur at night) is with illumina- 
tion and strategic placement of your hidden 
units. The HIP units will act as a trip wire. 


Should any Russians stumble on them the 
resulting fire will alert the rest of your 
forces. With this in mind the following set- 
up is offered: 

Set up a4-6-7, LMG, and aone squad 
foxhole at B2 (all set up is on board 7); a 4- 
6-7, LMG, 8-0 leader, the 81mm Mortar, 
the crew, and a two squad foxhole at F2 
(don’t forget that the mortar automatically 
sets up HIP). Bore sight the mortar to D2. 
A 4-6-7, HMG, the 9-1 leader, and a one 
squad foxhole set-up at G1. Bore sight 05 
with the HMG. A 4-6-7, LMG, and one 
squad foxhole at L2; a 2-4-7 at L4; a 4-6-7, 
MMG, 8-1 leader, and one squad foxhole at 
O3, boresighting hex P5 with the ММС. 
Set up a 4-6-7 HIP at D3, and a 2-4-7 HIP 
at K4. Set up three stacks of concealment 
counters at C3, H3, and P4, using the three 


high stack at P4. 

This set-up puts each of the HIP units 
within LOS of a good portion of your 
forces. Should the Soviet stumble on the 4- 
6-7 in D2, both B2 and F2, being within 
МУК, will be free to move. The 2-4-7 in K4 
is within NVR of L2 and LA, and if illumi- 
nated, within LOS of G1 and O3. Note that 
D3 is also in LOS of O3. So either unit 
being discovered during the advance phase 
(and living to tell about it) has the potential 
to free up a good portion of the defenders. 
The placement of the 9-1 is also no accident 
in this regard; he will be making the free- 
dom of movement roll and is in excellent 
position to support either flank as well as to 
free the 8-0 to move. Even if the Russian 
manages to keep you unable to move, 
remember that you can still fire (“Did you 


BattlePlan #9 


'68 ASL Tournament 


Page 9 


hear something, Fritz?” “I don't know, put 
a burst out there just in сазе.”). Be sure to 
do this. You want to remove his cloaking 
because, once he's spotted, you can react to 
his effort by moving to intercept his troops. 
If youcan do this before he closes with you, 
your MGs can tear the Russians apart. 

Perhaps the most important consid- 
eration for the German is to be aware of the 
victory conditions. The Soviet must totally 
clear the islands to win, and you have the 
final move. A single SMC can negate that 
victory for the Russian. If your opponent 
goes for the "river crossing" victory, know 
that he needs nine full squads, unbroken, on 
the west bank to win. Every casualty re- 
duced squad is one more unit that cannot be 
used to achieve victory that way. Whatever 
your set up, it must be able to counter both 
potential threats. 

Russians: Your attack depends on 
your opponent's set-up and which victory 
conditions you are going for. Whatever 
your goal, you need to concentrate the 
majority of your forces on it and stick to 
your plan. Redirecting your units at night 
can be extremely difficult. This is com- 
pounded by your slow movement rate in 
the Deep Snow. Use your dummy cloaking 


PRUSSIAN PANIC 


Scenario B3 


counters as a feint, and do not disperse your 
effort by putting real troops in a position 
where they will not contribute to victory. 

You basically have three options for 
your attack. The first is a south flank assault 
to get nine squads to the west bank on rows 
A through D. Base the ММС, two 4-4-7s 
and the 8-1 at D7 to give covering fire; 
move the rest of your forces west on rows 
A, B, and C. Use full movement until 
illuminated or within NVR, then use as- 
sault movement and the advance phase to 
retain your cloaking. Remember that you 
have Winter Camo, and this allows you to 
stay concealed in the open (read that “оп 
the ісе”), even when illuminated, but only 
if you assault move. 

The second option is to assault the 
west bank by moving through the islands. 
Don't laugh, this worked in the extreme 
during the tournament! The Russians got to 
the west bank without losing a squad! Stay 
on the ice, using the J6-M5-N3 and O8-N5- 
М1 paths to infiltrate between the German 
positions. Use assault movement exclu- 
sively until discovered (if you ever are!); 
you never know where an HIP unit is, $0 
anywhere within three hexes of any island 
hex could be within NVR of a hidden 


Victory Conditions: 


German unit. As with the south flank as- 
sault, this relies more on stealth than raw 
force. You want to keep the enemy in a "No 
Move" state as long as possible. 

The third choice is a direct assault on 
the islands. You need to clear the islands. 
This means you must traverse or search 
every hex of all the islands to ensure no HIP 
units steal you victory at game’s end. Use 
two stacks of 5-2-7s, each stack with an 
LMG, as your main assault force; hit the 
center island at I5 and 75 and work directly 
west. Follow up with three 4-4-7s, the 
MMG, and the 8-1 leader; their goal is ГА 
in order to isolate the other two islands 
from reinforcement. Use the rest of your 
forces to advance on rows L through P and 
clear the other two islands, making sure to 
call on the “‘fire base” in L4 to take out any 
stubborn resistance. Be certain to set up on 
the last turn for the inevitable German 
assault move/ advance phase attempt to get 
an infantry unit back on an island. А good 
way to preclude this is to advance yourself 
on to the river, adjacent to any threatening 
units, on your last turn. Every unit he has to 
Prep Fire in hopes of clearing you out is one 
fewer he'll have for the final move. 


Board Configuration 


Balance: 

Soviet — Substitute a 10-3 Leader for the 
10-2 in the OB. 

German — The Soviet must exit 30 VP's 
worth of units to win. 


The Soviet player must exit 25 VP's worth of units off the North edge of the map board OR control two multi hex buildings North of hex 
row Q at games end to win. The German wins by avoiding a Soviet win. 


Allenstein, East Prussia — January 21, 1945 
During the Soviet offensive into East Prussia, the 2nd Byelorussian Front struck north from Poland. It's goal: the Baltic and the isolation 
of all German forces in East Prussia. The city of Allenstein lay along the Front's axis of advance. On January 21, elements of 3rd Guards 
Cavalry burst into the city, panicking the population who had little idea the Soviets were so near. . 
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TURN RECORD та 


Germans set up first 
Soviets move first 


Elements of 3rd Guards Cavalry Corps [ELR 4, SAN 2], enter on turn 1 on the 
South edge of board 20. 


Group 1 Group 2 Group 3 Group 4 


Elements of Gross Deutchland Corps, [ELR 4], enter on turn indicated on North edge of 
board 20. 


Turn 2 


È m 
is 


Special Rules: 


B3.1 — The German forces at start must begin the game set-up one group per building in any of the following buildings: CC7, Z3, U3, 

O9, Мб, K2. Group 4 may consist of from 1 to 10 ‘?’ counters, the exact number is up to the German player. The German player sets up 
his onboard forces CONCEALED before the Soviet player may examine the map. Note that all German set-up forces have ELR 2; all re- 
inforcements are considered “Gross Deutchland” forces, and һауе ELR 4. 

B3.2 — EC are Wet, with no wind at start. Ground Snow (E3.72), is in effect. All Soviet forces have Winter Camouflage (E3.711), as do 
all “Gross Deutchland” forces. Kindling fires is NA. 

B3.3 — No German weapons may bore sight. 

B3.4 All Interrogation rules (E2) are in effect. The Soviet is the attacker. The territory is considered hostile to the attacker. 

B3.5 — Treat Rowhouse U8-X6 as one multi-hex building for victory purposes. 
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Aftermath: 


The cavalry stormed through the town, pushing aside the Volkssturm and coming close to breaking out to the north. Desperate 
counterattacks by ad hoc groups of the Gross Deutchland Corps managed to drive the Guards back into the southern part of the town. The 
effort was for naught, however, as the Germans evacuated Allenstein the following day. 


Scenario B3 — Prussian Panic 
Player's Notes: 


German: А good set-up is crucial to 
your achieving victory in this scenario. 
You must maximize the few strengths you 
do have; that is, the excellent defensive 
terrain and your ability to set up concealed. 
You must preventan early victory by keep- 
ing your opponent leery of sending his 
armor on a *blitz' through the town. If he 
should chose to , he could conceivably win 
in three turns by storming off the north edge 
with his AFVs. This is before your major 
reinforcements even enter the board! Con- 
sequently, your first task is to prevent such 
a blitz. The following set-up will, barring 
exceptionally bad luck on your part, pre- 
vent this and still leave you in good shape 
to counter a more conventional assault. 

Group One is stationed in building 
O9, with one 4-4-7, the ММС, and the 8-0 
leader in O9, second level; a 4-3-6 in O9, 
ground level; a 4-3-6 in O8, ground level. 
Group Twois in building K2, with one 4-3- 
6, the LMG, and the 7-0 leader in K2, first 
level; a 4-3-6 in K2 ground level, and a 4- 
3-6 in K1, ground level. Group Three is in 
building U3, a 4-4-7 and the LMG in 54, 
second level; a 4-3-6 and the 8-0 in 54, 
ground level, a 4-3-6 in T3, ground level; 
and a 4-4-7 with the PSK in U2, ground 
level. Set up the Group 4 (the dummy 
group) in building M6, with three’?’ count- 
ers in L6, two in M6, and two in O5, all on 
the ground level. Notice that only eight 
concealment counters are used. This will 
keep the Soviet guessing if he bothers to 
count counters in the various buildings. 
There are three buildings with eight count- 
ers in them; he will not have a clue as to 
which is the dummy group. 

This set-up guards all road ap- 
proaches to the north edge. If the Russian 
should try to simply drive his way off the 
north edge in the first few turns of the game, 
you have more than enough forces in posi- 
tion to use Panzerfausts and 'Street Fight- 
ing' against the unescorted AFVs. By all 
means, use them if this appears to be his 
strategy! Throughout the first part of this 
scenario, your Panzerfausts will be your 
single most potent threat; if he offers his 
armor at a range of two hexes or less, take 
the PF shot. If you use the desperation rule 


when firing (and I heartily recommend 
using it, your situation is desperate), then 
you'll hit on a DR of 6 or less. If you can 
knock out three of his AFVs, then victory 
by exiting VPs is almost certainly out of his 
reach. 

Assuming your opponent is not 
trying to recreate the Charge of the Light 
Brigade, however, he will probably opt for 
a more conservative attack. This will in- 
volve moving his armor up slowly, with his 
infantry as escort, in an attempt to over- 
whelm each individual building with his 
firepower. Do not underestimate his ability 
to hurt your conscripts! At 10 hexes, with a 
stack of three 4-5-8s, two LMGs and the 
10-2, he can hit a stone building with an 8 
(+1) attack; odds are your conscripts will at 
least be broken after such an attack. And 
you cannot count on their rally; once they 
are broken, they are probably dead. The 
way to counter this is by using the ability to 
move out of his LOS during your Move- 
ment Phase,then advancing back into your 
firing positions in the Advance Phase. This 
will force him to Prep Fire, and every unit 
that fires is one less unit moving. For this is 
your conscripts goal, to slow up his ad- 
vance until your reinforcements arrive. 

Once your reinforcements do show 
up, their disposition depends on the situ- 
ation. If you have succeeded in tying him 
up south of row Q until turn four, you have 
probably won the game. Reinforce build- 
ing U3 with a platoon, a good way to do this 
is to use AFV SMOKE in hex W3 to cover 
their advance. Put that platoon of 5-4-8s, an 
MMG, and the 9-2 in T3; this will cover the 
T4 — Т9 road. Spread the others out in the 
W6 block, with at least one squad in U8. 
This will only give him one victory build- 
ing (S6), and force him to come at you on 
the final turns. If the picture isn't this rosy, 
then a “desperate counterattack” is in or- 
der. Use the options available on your 
AFVs, especially the ability to smoke 
hexes either with their MA or smoke dis- 
chargers. And don't overlook the coaxial 
MG on the PzKw III; it may be bottom-of- 
the-barrel in 1945, but that 8 FP MG is still 
useful! 

Russian: You are in the enviable 
position of having elite troops, excellent 
leadership, and formidable armor support; 


the only drawback is that you must use 
these to the utmost to seize victory. You 
need to execute a Soviet blitzkrieg, slicing 
through the defenders with haste early on to 
seize your objective buildings, or to get 
into position to exit the VPs required. 

Your main enemy in the early going 
are those nasty Panzerfausts; though 
wielded by lowly conscripts they will, 
short of a dud, kill anything you've got. 
With the scenario set in 1945, you can't 
trust to luck to keep you intact. You must 
keep your armor three or more hexes from 
any and all enemy infantry in the first part 
of the scenario. Bring on your armor to be 
positioned in the following hexes at the end 
of turn one; a T34 in I10, a T70 in J9, a T70 
in 78, a T34 in H5, a Т70 in G2, and the 
SUS7 in I9. Have a 6-2-8 as riders on the 
T34s, if they are fired upon they have а 
good chance of surviving and it will reveal 
an occupied building. If they are not fired 
on, then your spearhead has some powerful 
infantry escorts. Bring your troops on CX 
moving the main group (three 6-2-8s, three 
LMGs and the 10-2, three 4-5-8s, the dm 
HMG and the 9-1), up the south side of the 
D4-17 rowhouse in bypass. Put a squad or 
two on each flank, moving CX in the open. 
Once again, if they are fired upon they 
should be able to handle it, and it will reveal 
the occupied buildings. Your first mission 
is to flush the conscripts from their hiding 
places, so that by turn three you are ready to 
assault the building in block M6. By clear- 
ing that block you'll be in position to begin 
the attack on the victory buildings. 

Your next move, after taking the M6 
block, will depend on which victory you 
are going for. By far the most common in 
the tournament was to take buildings S6 
and T3. S6 should be no problem, but T3 is 
a tougher nut to crack. Assuming you are 
launching the attack on turn four, and have 
not lost any AFVs, you will probably run 
into the Cross Deutchland right in the 
middle of building T3. The way to increase 
your chances to take this building is to keep 
command of the streets running from I10 to 
Y2 and from J6 to U1. Do this by keeping 
a T34 in М7, and the 5057 in Кб. The 
German armor will contest this, and with 
any luck at all you'll be able to take them 
out with the one-two punch of Defensive 
Fire/Prep Fire. 
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Your end game strategy is simply to victory buildings. Do not overlook the fact asa threat right to the end. The German will 

hold what you've gained; expect а сопсеп- that you can win by exiting 25 VPs off the пог be able to throw everything into a 

trated counterattack on at least one of the north edge of the map; if you have kept counterattack if he also needs to cover the 
armor losses to a minimum this сап beused north board edge. 


“CLEAR UP THE BRIDGEHEAD...” _ | Board Configuration 


Scenario B4 hpa . л... J wh 
"a ct 


Balance: , 

German — Increase game length by 1 turn. 
Soviet — Add one ATR to the Soviet OB. 
Victory Conditions: 


The Germans win if there are no Soviet Infantry south of the river at game's end. The Soviets win by avoiding the German victory 
conditions. 


West bank of the Dneiper, near Stayki — September 25, 1943 

The Soviet fall offensive was in full swing, Rybalko's 3rd Guards Tank Army had crossed the Dneiper at Bukrin, Moskalenko's 40th Army 
followed a few days later further up stream. One such crossing consisted of only 50 men who had crossed by swimming and improvised 
rafts. Knowing that such a bridgehead could be reinforced and expanded if left to itself, hastily motorized elements of 34th Infantry Division 
were ordered to “clear up the bridgehead and destroy the forces this side of the river...” 


TURN RECORD CHART 


Soviets Set Up First 


* 


Motroized elements of 34th Infantry Division [ELR 3, SAN 2], enter turn 1 on south 
edge of board 12. 
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Special Rules: 


B4.1 — ECare Wet, with a heavy wind blowing from North to South. Overcast Conditions (E3.5) exist, and rain may begin per those rules. 


Kindling fires are NA. 


B4, — The River (B21.12) flows from West to East. It is Deep, with a Moderate current. 


B4.3 — Building 8C9 has a ground level only. 


B4.4 — Grain Fields do not exist. 


B4.5 — No Soviet weapons may be Bore Sighted. 
B4.6 — All Soviet forces set-up CONCEALED before the German player may examine the map. The 8 '?' are over and above the 


concealment counters used to fulfill this SSR. 


Aftermath: 


The Soviets once again display their legendary tenacity in the defense and despite being outnumbered managed to keep the bridgehead 
intact. By digging in along the bank they were able to bring all likely avenues of attack under fire. Steady automatic weapons fire broke 
up every assault the Landsers could muster and the Germans had to satisfy themselves with investing the enclave to keep the Russians 
penned in. This bridgehead would not end up being a major threat, but one just like it in a different location would become the springboard 


for the liberation of Kiev in a few weeks. 


Scenario B4 — “Clear Up The 
Bridgehead...” 
Players Notes: 


Russians: You must set up in such a 
way as to maximize the use of your auto- 
matic weapons against the open ground 
that the German needs to cross. Your HMG 
and MMG can make life extremely diffi- 
cult for the hapless Landsers that get caught 
in the open; coupled with the 9-2 leader 
they can make it downright impossible, but 
only if they set up correctly. The key to 
your position are hexes 8B9 and 8C10. 
From here you can sweep the entire front on 
which he is forced to advance, and still fall 
back to 8C8 for the last stand. 

A setup thataccomplishes this is: one 
2-4-8 in 7D2; a one squad foxhole, a 4-5-8, 
and the MMG in 8B9, a two squad foxhole, 
a 4-5-8, the HMG, and the 9-2 leader in 
8C10; a 2-4-8, and the 8-0 leader in 8C9; a 
one squad foxhole, a 2-4-8, the ATR and 
the 8-1 leader in 8Е10; and a 4-5-8 with the 
LMG in 8H10. Also setup two dummies in 
12D9, three dummies and a one squad 
foxhole in 7C2, and three dummies in 8D9. 

As stated, use your HMG and MMG 
to interfere with his movement from the 
beginning; keep thé other units concealed 
until they can do some real damage. The 
longer you can keep your opponent guess- 
ing about where all your forces are, the 
longerit will take him to concentrate for the 
rush against hill 8C9. This generally means 
keeping the half squad in 7D2 concealed 


until the bitter end; he could easily assume 
itisa dummy and not “waste” fire on it. The 
same is true for the squad т 8H10. You can 
string him along here by advancing the 
squad to 8H9 when he gets close; if he 
believes that its’ a dummy he may maneu- 
ver a half track to within one hex, giving the 
LMG a decent chance to kill it. The ATR 
should be used at every opportunity against 
his SPWs, especially the SPW 250/9. As he 
does reveal your forces, use 8C9 as your 
rally point. It is out of his LOS, so it will be 
difficult for him to deprive you of conceal- 
ment and/or keep you under DM status. 
The 8-0 and half squad that set up there 
should be used to regain either the MMG or 
HMG should they be abandoned by a bro- 
ken unit. Once he has cleared out your 
flanks, pull back to 8C9 with the 9-2, the 
MMG and HMG and any surviving MMC 
for the inevitable end game rush. A final 
note, be sure to use the advance phase to 
pull out of the foxholes. Even if you can’t 
manage that, remember the HA modifier to 
any fire; it will negate the FFMO if you 
need to abandon the foxholes for 8C9 dur- 
ing the Movement Phase. 

German: Don’t let your relatively 
overwhelming force deceive you into 
thinking this will be a walkover. You need 
to wipe out the Russian to win (even a 
broken Russian SMC at scenario end will 
lose it for you), and that means revealing 
his forces and closing with them as quickly 
as possible. If you try to rely on your 
superior firepower, you’ll find that the 


Soviet has “nine lives”, as he falls back out 
of LOS, rallies, and reappears at the crest of 
the hill. 

Use your mobility to stretch the 
Russian defenses. A good way to do this is 
to move a mounted platoon, an LMG, and 
the 8-1 leader to the vicinity of 16K2 on 
turn one; make them CE, you want to be 
able to return fire as he reveals his forces. 
Position the SPW 250/9 at 16J9. This puts 
it out of range of the hill while still giving 
it a good field of fire. Move two squads 
with the 7-0 to 12L7. Move the rest up 
through the woods in the area of 16B5. For 
the first turn, keep out of LOS of the 9-2! 
The woods are not adequate cover against 
him. Wait till turn two, when the 250/9 has 
gained acquisition on his most likely hid- 
ing place, then advance to 16A4/16B4. At 
the same time, converge the flanks. Some- 
one may catch it on the chin, but you'll be 
positioned to give counter fire by then. 

As you reveal his units keep up the 
fire on the 9-2 and the ATR; they are your 
worst enemies. Use assault movement to 
advance in the center, keeping your squads 
separated to lessen the effect of his auto- 
matic weapons. It also won't hurt to pray 
for a downpour, the +1 LV Hindrance will 
lessen your casualties. By turn 4 you want 
the flanks secure, and to be forming up to 
assault the hill. Use any remaining 
halftracks as cover for the final assault; 
even if they are destroyed, they will still 
give cover to your squads. 
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An Introductory Scenario to RUSSIAN FRONT 


After setting up a game of Russian 
Front, are you intimidated by the immense 
number of pieces? Are you relatively new 
to the game and just want to learn more 
about its mechanics? Or are you an expert 
but only want to enjoy a short game for 
once? If so, the Finnish Front is for you. 

Finnish Front uses the units from 
Army Group North, Finland, and the Baltic 


units to recreate the northern wing of the 
Barbarosa campaign. This scenario covers 
the time period of June to November, 1941 
and can be played in about an hour. АП of 
the advanced rules are in effect with the 
following modifications. 

Board Limitations. Only the board 
north of and including row II is playable. 
Furthermore, the mountain hexes II-19 and 
II-20 are also not playable. No Axis unit 
may voluntarily more or retreat into a non- 
playable hex. If it is forced to do so, it is 
eliminated. The same rule applies to all 
Russian units except the 6-5-4 infantry. If 
that unit moves or retreats off into a non- 
playable hex, then it reenters the game by 
rail 2 turns later during the Russian rail 
movement step. (Assume that the 6-5-4 is 
being replaced by the other 6-5-4 with the 
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Supply. АП of the normal rules of 
supply are in effect. Beginning in August, 
1941, the Axis player сап assume that all of 
the rail hexes from Dvinsk to the western 
edge of the board have been converted to 
German gauge. The Russian player can 
draw supply from any rail line which even- 
tually connects to the eastern edge of the 
board, including hexes HH-13, HH-18, 
Kalinin, and HH-27. 

Replacement Step. The Axis player 
receives 2 German replacement factors per 
turn. He also receives the oil well replace- 
ment factor in July, 1941 only. Finnish and 
the German/Finn Riga, Tallinn, and Vilna 
replacement factors are accumulated nor- 
mally. The Russian player receives 6 re- 
placement factors per turn. Both sides can 
save unused replacement factors. 

Reinforcement Step. Reinforcements 
appear according to the Finnish Front 
Order Of Battle chart. When a unit enters 
the game at "any" friendly city, it must be 
at a city on the playable board hexes. The 
Russian November reinforcements enter 
the game only on a die roll of 1-3. A 
separate roll is made for each unit. 

In addition, once per game, the Rus- 
sian player receives one 3-2-10 air unit at 
"any" friendly city if the air unit he has at 


the beginning of the game has been 
eliminated.This air unit is assumed to have 
been transferred from another part of the 
Russian front and does not count against 
the Russian replacement factors. 

Rail Movement. The Axis player may 
use only the Finnish rail movement each 
turn. The Russian player may use 1 rail 
movement each turn. If the 6-5-4 infantry is 
brought in, by rail from off of the board, 
then the Russian player may not move 
another unit by rail for that turn. 

Movement/Combat Phase. The Axis 
player may use 2 blitz markers in June, 
1941 and 1 blitz marker on subsequent 
turns. The Russian player may not use any 
blitz markers. 

Victory Conditions. At the end of the 
November, 1941 turn, the Axis player 
counts the number of major cities and fac- 
tories he has captured north of row II. 


Axis victory -- 9ormore 
Tie — 8 
Russian victory —  70rless 


Have fun! Finnish Front should be 
easy to master. Then you can try the “short” 
3 turn basic game which encompasses the 
whole Russian Front from June to August, 


same number of hits). 1941 Г 
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REMEMBER THE MAINE Scenarios 


The Spanish-American War finally 
made its cardboard and hexgrid debut in 
Remember the Maine (S&T 31108) with a 
strategic/operational simulation. Remern- 
ber the Maine combines an oceanwide 
naval confrontation with the composite 
ground operations around the key objec- 
tive cities. The naval game uses individual 
ships and escort flotillas, moving by squad- 
rons through an area configuration in the 
Caribbean and Atlantic. Ground units are 
regiments, brigades, and battalions of in- 
fantry, cavalry, and artillery. Two tactical 
naval scenarios are included, recreating the 
battle of Santiago and a hypothetical battle 
in the Florida Straits. The land game offers 
two scenarios also: an historical action 
around San Juan Hill and a hypothetical 
battle around Havana. In the campaign 
game, the players maneuver their forces for 
25 turns, leading to a host of possible en- 
counters. The following are three tactical 
naval scenarios representing engagements 
that actually took place or easily could 
have. 

(5.3) Scenario 3: Opening Clash at Sea 

This scenario hypothesizes a con- 
frontation between the Spanish Cape 
Verde Squadron, commanded by Admiral 
Cervera y Topete, and the U.S. Flying 
Squadron under Commodore Schley, with 
the Americans catching the Spanish as they 
attempt to enter Santiago harbor. 

(5.31) Тһе following ships аге avail- 
able (all are undamaged): 


Spain: Colon, Oquendo, Teresa, 
Vizcaya, Flot #4. 
U.S.: Massachusetts, Texas, 


Brooklyn, Columbia, Minneapolis, 


By James C. Gordon 


Montgomery. 
(5.32) Howto Win: 

Spanish player: The Spanish player 
wins if atleast two units disengage from the 
Americans (and enter Santiago harbor). 

U.S. player: The U.S. player wins by 
sinking at least four of the Spanish ships. 


(5.4) Scenario 4: Confrontation at San- 
tiago 

On 31 May 1898, the U.S. Flying 
Squadron under Schley exchanged fire 
with the Spanish CA Colon as it blocked 
access to Santiago harbor, protecting the 
other Spanish ships inside. 

(5.41) Тһе following ships are avail- 
able (all are undamaged): 

Spain: Colon, located in Santiago 
channel. 

Oquendo, Teresa, Vizcaya, Flot #4, 
San Francisco Collier, Reina Mercedes 
inside Santiago Harbor. 

The Santiago port batteries are ac- 
tive. 

U.S.: Massachusetts, Texas, Iowa, 
Brooklyn, Columbia, Minneapolis, 
Montgomery. 

(5.42) | How to win: 

Spanish player: Тһе Spanish player 
wins if the Colon is not sunk and if he 
inflicts more hull damage on the U.S. 
squadron. 

U.S. player: The U.S. player wins by 
sinking the Colon in the channel and silenc- 
ing at least two batteries, or by forcing 
entry into the harbor and inflicting more 
hull damage on the Spanish squadron. 

Any other outcome is considered a 
draw. 


(5.5) Scenario 5: Spanish Consolidation 

This scenario projects the recall of 
the Cape Verde Squadron back to Cadiz 
before engaging the U.S. After extensive 
repair to the Cadiz Squadron, the combined 
Spanish fleet sails for the Caribbean where 
it confronts the U.S. battle fleet (Flying and 
2nd North Atlantic squadrons) in one of the 
largest naval battles between Trafalgar and 
Jutland. 

(5.51) The following ships are avail- 
able (with damage points as indicated in 
parentheses): 

Spain: Pelayo, Carlos V, Colon, 
Oquendo, Teresa, Vizcaya, Alfonso XIII, 
Aragon (1), Lepanto, Numanica, Vitoria, 
Flot#1, Но! #2 (1), Flot#3 (1), Flot £4, Flot 
#5 (1), Flot 47, Flot #8, Flot #9, Flot #10. 

U.S.: Indiana, Iowa, Massachusetts, 
Oregon, Texas, Brooklyn, New York, 
Minneapolis, Montgomery, Columbia, 
Cincinnati, Detroit, New Orleans, Marble- 
head, Amphitrite, Puritan, Terror, Mia- 
tonomoh. 

Options: Spain adds the Asturias. 

U.S. adds the Chicago, Newark, Flot 
#7. 

АП Spanish vessels аге undamaged. 
(5.52) | How to win: 

Either player wins by inflicting more 
hull damage on the opponent. 

(5.53) Special rule: 

The engagement begins at long range 
and there must be at least three exchanges 
of gunfire at close range before withdrawal 
is possible. 
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BURNING THE TIGERS 


An Orderly withdraw to the Dneiper River Line Scenario 


S&T issue 118 included The Tigers 
are Burning, a simulation of the Russian 
Campaign in southern Russia in the after- 
math of the battle at Kursk. This is a rela- 
tively simple simulation which includes 
only an historical scenario. There is, how- 
ever, another scenario possible for this 
game. This situation is based on the as- 
sumption that the battle of Kursk was never 
fought. 

А number of military historians have 
argued that, indeed, the battle of Kursk 
should never have happened. First of all, 
the Soviets succeeded in infiltrating the 
German High Command and were aware 
of German plans to attack at Kursk. Conse- 
quently, they fortified the Kursk salient 
heavily and moved large numbers of re- 
serves into the surrounding sectors. The 
forces that the Germans needed to attack at 
Kursk represented the losses that they re- 
placed after the disastrous defeat at Stalin- 
grad. Hitler could ill afford to take heavy 
losses in an operation like Kursk, but this is 
exactly what happened. 

Prior to the battle of Kursk, a number 
of German generals advocated a different 
type of strategy. These generals sought to 
conduct a strategic withdrawal behind the 
Dneiper River where German forces could 
occupy heavily fortified positions. They 
expected the Soviets to attack these posi- 
tions and suffer heavy casualties while 
sustaining light casualties themselves, 
thereby keeping the German army rela- 
tively intact. After the Soviet army was 
exhausted, the German army would 
counterattack and defeat the Soviets. Natu- 
rally, Hitler violently opposed this plan 


for The Tigers are Burning 


By James E. Meldrum 


since it involved giving up captured terri- 
tory. As it turned out, the Soviet counterof- 
fensive after Kursk forced the Germans 
back to the fortifications they were build- 
ing and beyond. The Soviet counteroffen- 
sive would not, however, have happened if 
the battle of Kursk had never been fought. 


Scenario: The Dneiper Line 

This scenario is based on the assump- 
tion that the battle of Kursk was never 
fought. Instead, the German army was al- 
lowed to conduct a strategic withdrawal to 
fortify itself behind the Dneiper River. АП 
game and scenario rules are in effect unless 
otherwise noted or modified below. 

The Dneiper Line scenario is set up 
and played exactly like the historical sce- 
nario but with the following modifications: 

A. The game is now nine turns in 
length and begins on turn 2 of the turn 
record track. All German reinforcements 
designated to appear on turns 1 or 2 appear 
as initial units and are deployed anywhere 
behind the Dneiper River as the German 
player desires. 

B. Deploy the following German 
units in the indicated hexes at full strength: 
13th — R9; 7th — Q10; 52nd — P10; 2nd, 
31455, 48th — O10; 3rd, 11th — O11; 
42nd — N16; 24th — M12; 57th — L12; 
40th — K13; 30th — J12. АП other Ger- 
man units are deployed as in the original 
scenario instructions. 

C. Add five (45) to the number of 
victory points required for the Soviets to 
win a victory in each game turn. 

D. Add two (+2) to the defense factor 
of every German unit NOT beginning the 


game in the fortification. As soon as the 
German unit moves or is forced to retreat, 
it loses this bonus for the remainder of the 
game. 

Е. The Soviet player deploys his 
unifs anywhere on the east side of the 


. Dneiper River or German fortifications. 


The Soviets will not withdraw units. 

F. The first turn of this scenario 
begins with the Soviet prepared assault 
phase. 

G. Both sides receive reinforce- 
ments and replacements normally. 

H. Hungarian and Rumanian units 
are deployed as in the regular game. 

I. Use of German airpower in this 
scenario increases the combat result 
against the defender by two. 


This scenario is intended to give 
players the chance to see if they can stop a 
Russian 1943 offensive. Players also have 
the chance to experiment with this never- 
employed German strategy to see if it could 
have actually worked. 


Attention Retailers 


Manufacturers & Distributors 

The Game Manufacturers Association 
(GAMA) Trade Show was designed for 
you! This is your opportunity to meet the 
Manufacturers, to ask questions and get 
all the information about products old and 
new. Enjoy a personal, one on one meeting! 

More importantly, this show will 
feature several useful seminars giving tips 
on game displays, marketing, inventory 
control, dealing with "gamers," local clubs 
and conventions, plus much more! 

For more information on attending 
March 5-7th in Las Vegas contact: Howard 
Barasch, P.O. Box 867623, Plano, TX 
75086 or call(214)247-7981. 


BattlePlan #9 


Раре 17 


AIR POWER IN THE MIDDLE EAST! 


Desert Falcons, the Middle-East 
expansion kit for Air Superiority, concerns 
itself primarily with the aircraft and air- 
battles of the Israeli Air Force and its Arab 
foes. The scenarios in Desert Falcons are 
all air to air actions with an emphasis on the 
early, formative years of jet combat. The 
classic delta winged Mirage and its con- 
temporaries, as well as the resiliant MiG- 
17 and other classic jet fighters, are present. 
Yet, however dramatic the various air 
battles in the numerous Middle-East wars 
may have been, one fact must be made 
clear: that the primary emphasis of air 
power in that region has always been 
ground attack! 

The Israeli Air Force was created and 
forged in battle to perform but two distinct 
warfare missions: strategic defense of its 
air space and tactical support of its ground 
forces. The same holds true for most Arab 
air forces trained in Soviet tactics. Indeed, 
Israel rightly fears an air attack on its new 
major population centers and isolated in- 
dustries. Considering that these targets are 
situated just minutes from mamy Arab air 
bases, the fears are not unfounded and one 
can readily understand why they protest so 
heavily the import of Tornados, Mirage 
2000's and other highly capable attack 
aircraft into the region. Offensively, 
Israel's elite air power has been a key factor 
in its overwhelming victories in several 
wars. Arab armies, having suffered heavy 
attrition from air attack in the past, now 
field air defenses three times as dense as 
what comparable NATO forces utilize. 
This is mute testimony to theirrespect of air 
power as a weapon. 

This brings us to Eagles Of The Gulf, 
the Air Strike Expansion Kit which features 
the Middle-East air forces in scenarios 
emphasizing air to ground actions. This kit 
was to have complemented Desert Falcons 
and to have been printed by GDW as part of 
the Air Superiority/Air Strike line. How- 
ever, it was decided that, economically 
speaking, Eagles Of The Gulf would be a 
money loser to the company in as much as, 


EAGLES OF THE GULF! 


Part I. 


by J. D. Webster 


to be played, the consumer would need to 
own, Air Superiority, Air Strike and Desert 
Falcons. To date, Air Strike has been a slow 
seller, and, historically, follow-ons to a 
product line usually sell about half what the 
previous title does. 

Fortunately, for all of us fanatics of 
air combat games, Battlepan has come to 
the rescue! In cooperation with myself and 
with the gracious permission of GDW, 
Battleplan will, in this issue and the next, 
present the Eagles Of The Gulf expansion 
kit in its entirety. 


Components: 
Eagles Of The Gulf Part 1 


A. Eight photo copiable Aircraft Data 
Cards: Note; the NESHER/DAGGER and 
BAC-167 appear in scenarios in Part II. 
(Permission to photocopy these aircraft 
cards for private use only is hereby 


granted). 
1. MiG-21PFMA Fishbed 
2. SU-7BMK Fitter 
3. IL-28 Beagle 
4. TU-16 Badger 
5. C.M. 170 Magister 
6. BAC-167 StrikeMaster 
7. 5.0. 4050 Уашош ПВ 
8. LAJI. Nesher/Dagger 


B. Two Maps: “К” and “L”. 
C. 14 Historical Scenarios detailing Air 
to Ground actions from 1955 through the 
1967 Arab/Israeli War. 
D. New and Revised Rules: 

Rule 7.D Sustained Turning (Clari- 


fication) 

Rule 8 Changing Altitude (Addi- 
tions) 

Rule 13.B Initiative (Revision) 


Rule 18. Н Auto Track (Addition) 

Rule 24.A Fuel (Change) 

Rule 31.0 Bombing Attacks (Revi- 
sion) 

Rule 44.H Radar Bombing (Addi- 

tion) 

Aircraft Formations 

(New; Optional) 


Rule 48: 


Rule 49: Aircraft Crash Sites 
(New; Optional) 

Rule 50: Blast And Fragmentation 
Danger Zones (New; Op- 
tional) 

Rule 51. Battlefield Smoke And 


Fire (New; Optional). 
E. New Tables: 


EOG 1: Middle-East SAM systems 

ЕОС 2: Victory Points Table Air- 
craft/Ground Units 

ЕОС 3: New SAM Counter Data. 

EOG 4: New AAA Counter Data 


Diagram 1 Crash Site (Rule 49) 
Diagram 2 Blast Zone (Rule 50) 
Map — Terrain Effects Chart 


Rule7.D Sustained Turning 


(Clarification): 

The 1 decel point for sustained turn- 
ing applies even if mixed turn rates are used 
and even if turn rates which normally incur 
0 decel are used. 

Rule 8 Changing Altitude 
(Additions): 

If a Zoom Climb is continued for 
more than one game turn, the decel points 
received increase to 1.5 per level climbed 
from the 2d turn on. 

If a Steep Dive is continued for more 
than one game turn, the accel points gained 
are increased to 1.0 per level dived from the 
2d turn on. 

If a steep dive is done following a 
vertical dive, accel points gained are also 
increased to 1.0 per level dived. 


Rule 13.B Initiative 
(Revision): 
Replace existing rule with this one; 
Roll the die once per side each game 
turn to establish a base initiative number. If 
aircraft from both sides fall into the same 
free category, each uses the base initiative 
number for his side applying any valid 
modifiers to it. The modified initiatives are 
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compared and the highest number moves 
last. If the modified result is tied, each rolls 
a die and the high roll goes last (use no 
modifiers for roll-offs). 


Кие 18. Н Auto Track 
(Addition): 
The auto track function is limited to a 
maximum range in hexes equal to the air- 
craft radar's search strength. 


Rule24.A Fuel 
(Change): 

Delete the third sentence in the rule 
and replace it with this one: 

"Atthe start of each game, roll the die 
once for every 200 points of internal fuel 
capacity (or fraction thereof which is 
greater than 30 points) and subtract the 
total of the rolls from the aircraft's starting 
fuel. Do this for each aircraft in play. 


Air Superiority Game Charts: 

Radar Vertical Limits Table 
(18.F): The correct up and down look 
limits for a limited arc radar in a steep dive 
1$ “-1/2Х” and “-3Х” respectively; for a 
limited radar in a zoom climb itis “ЗХ” and 
"1/2X" respectively. For a 180 arc radar the 
correct up and down look limits in a sus- 
tained climb are “2X” and 1/2Х” respec- 
tively. 


Rule31.D Bombing Attacks 
(Revision): 

Delete the final paragraph of rule 
31.D and replace with this: 

"After announcing the attack, place a 
marker (any blank counter) under the air- 
craft to denote the released bombs' posi- 
tions on the line of approach. For every FP 
the attacking aircraft expends after releas- 
ing the bombs, move the marker one hex 
down the line. When the marker reaches 
the target's hex the attack is resolved. 


Rule44.H Radar Bombing 
(Addition): 

Multi-crew Aircraft with air to air 
radars of 180-- arc may do radar bombing if 
the aircraft contains a weapons officer (i.e. 
F-111’s). 


Air Strike 
Game Tables: 

Active Jamming Table — The 
jamming number and air radar modifier for 
the AJM type "C" should be 8 and +3 not 10 
and +4. The modifiers to the jamming rolls 
were left off; they are: 

1) +1 if SAM Unit has HOJ capable 
missiles. 

2) + the SAM Unit missile's ECCM 
rating. 

3) 4 Range versus Strength table 
modifiers. 


Rule 48: Aircraft Formations 
(New; Optional): 

Two kinds of formations possible. 
The are: Close and Tactical formations. 
Formations may be further defined by size 
as follows: 

1) Section/Element: two aircraft; a 
leader and his wingman. 

2) Division: three to four aircraft; as 
in, a leader with two or three wingmen or 
two sections working together. 

3) Strike Group: more than four air- 
craft in a mix of sections and divisions 
following a Strike Leader. 

In play, close formations are desig- 
nated by stacking aircraft while tactical 
formations are considered to exist if air- 
craft meet certain spatial parameters. For- 
mations must be led by formation leaders. 
Pilots gain initiative benefits by being in 
formations and Strike groups, and may be 
penalized if not. 

A. Close Formations: 

Up to four aircraft may stack together 
in the same hex at the same altitude without 
risking collision when in close formation. 
All aircraft in the close formation move 
together as a stack whenever the formation 
leader moves. All aircraft in the stack are 
considered to fly exactly as the leader does 
and have the same speed, altitude and fac- 
ing as the leader as long as they remain in 
the close formation. 

Close formations may only be 
formed prior to play during set up. A close 
formation may split up during its move by 
simply declaring the intent to detach air- 
planes from the stack when it moves. Air- 
craft which detach are left in the starting 
hex while the rest of the formation com- 


pletes its move. They are then moved 
immediately after. Example: A four-plane 
division wishes to split into two sections. 
Two airplanes (one being a section leader) 
detach and are left in place while the origi- 
nal division leader and his remaining wing- 
man move. The two detached aircraft may 
now move elsewhere as a close formation, 
or split up individually. 

B. Maneuver Restrictions On Close 
Formations: 

The lead aircraft of a close formation 
may not use any maneuvers other than 
slides. It may only change altitude using 
non-afterburner powered sustained climbs 
and steep dives of no more than two levels 
per turn or by decending in level flight. If 
the close formation consists of more than 
two aircraft, only the EZ turn rate may be 
used. If it consists of only two aircraft, the 
turns of up to the TT rate may be used. If 
these limits are exceeded, the formation 
automatically breaks down to tactical for- 
mation and if aircraft stacking exceeds the 
normal limit of two friendly aircraft at the 
same altitude and hex when this occurs, 
collisions are possible. 

Aircraft of different types or aircraft 
of the same type with different configura- 
tions may stack together in close forma- 
tions but if any cannot exactly match the 
leader's moves and speeds due to perform- 
ance or configuration limitations, they 
must drop out of the formation (detach). 
C. Combat Restrictions Of Close 
Formations: 

The formation leader is not restricted 
in any fashion. Wingmen in close forma- 
tion have certain restrictions in what they 
may do during a game turn dependent on 
whether they are pilot only or multi-crewed 
aircraft. A pilot only aircraft may NOT: 

1) do visual searches. 

2) do regular radar searches (auto- 
track search mode still OK). 

3) attempt lock-ons of any kind. 

4) launch any missiles or fire the 


cannons. 


5) make any air to ground attacks 
unless doing Formation Bombing/ 
Rocket Attacks. 


Multi-crewed aircraft аге similarly 
restricted unless a radar/weapons officer is 
present, in which case normal radar use and 
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the launching of RH and AH missiles is still 
allowed. Multi-crewed aircraft containing 
a weapons officer may do air to ground 
attacks using BB, BG, BS, ARM, ASM, 
RS, or RG type weapons. Visual searches 
are allowed utilizing the radar/weapons 
officer or observer (no multi-crew spotting 
modifier though). 

Aircraft that begin the turn as wing- 
men but intend to detach may do visual 
searches in the visual sighting phase if the 
intent to detach is declared then. On the 
turn an aircraft detaches, attacks and weap- 
ons launches, other than those allowed to 
multi-crewed aircraft in close formation, 
may not be done. 

D. Formation Air To Ground At- 
tacks: 

Aircraft in a close formation may 
make ground attacks as a group. 

Whenever the leader of a close for- 
mation makes a Bombing attack using BB 
or BG class weapons, any wingmen in the 
formation carrying identical weapons may 
also attack the same target. All the weapons 
dropped by the formation are totaled into 
one attack. Only the leader's bombing and 
aiming modifiers are used. The modifier 
for each three BB class weapons in a ripple 
is determined only from the leader's weap- 
ons. 

Formation Rocket Attacks using 
RK, RP and RPT type weapons may be 
made in a similar fashion except that only 
half the value of each wingman's rockets is 
added in. 

E. Other Effects Of Close Formations 
On Play: 

1) Visual and Radar Searches — 
spotting attempts and radar searches are 
done against the formation as a single en- 
tity. Apply a minus one (-1) to the die roll 
for each aircraft over one in the formation. 
If spotted and/or contacted, all aircraft in 
the close formation are considered spotted 
or contacted. 

2) Radar Lock-ons — for air radar 
and SAM TTR lock-ons, randomly deter- 
mine which aircraft is locked up. Excep- 
tion: An aircraft radar of 120- or 150+ arc 
ability with a search strength of 40 or more, 
ora SAM TTR of VF or MW frequency is 
powerful enough to distinguish individual 
aircraft in the formation and may choose 
normally which aircraft is locked up. 


3) Missiles — for IR guided missiles 
that are launched at a close formation, 
randomly determine which aircraft gets 
locked onto. Radar, laser, or optically 
guided missiles target aircraft normally. 
Aircraft thatremain in close formation may 
not engage missiles. If any aircraft wishes 
to detach to engage a missile, the close 
formation is automatically nullified and all 
move during the engaged aircraft move- 
ment phase and all are restricted from per- 
forming actions as if each had engaged the 
missile (they are all unsure of who the real 
target is!). 

4) AAA Fire — Aimed AAA fire 
treats the whole formation as a target. A 
minus one (-1) is applied to the hit roll and 
if a hit occurs, randomly determine which 
aircraft takes the hit. When a hit does occur, 
the other aircraft in the formation must 
each roll a die and if a one (1) results they 
are also hit. 

F. Tactical Formations: 

Anytime a designated formation 
leader and his wingmen are; 

1) within six hexes of each other, 

2) within three altitude levels of 
each other, 

3) and the wingmens’ facings are no 
more than 60 degrees different from the 
leader's facing (left or right) 

4) and the leader is not in the 
wingman’s blind arc, ...then they are con- 
sidered to be in a tactical formation. Tacti- 
cal formations can be formed or broken at 
any time during play. À tactical formation 
can not have more than four aircraft in it. 
There is no maneuver or combat restric- 
tions in a tactical formation. 

С. Strike Groups: 

Forces of more than four aircraft may 
constitute a strike group. One aircraft is 
considered the Strike Leader. To be consid- 
ered a member of the strike group, an 
aircraft must be in a formation which is 
currently part of the strike group. For a 
formation to be part of the group, its forma- 
tion leader must be able to meet tactical 
formation parameters on the strike leader's 
aircraft. Benefits exist for being part of a 
strike group. 

H. Formation Leaders: 

Divide the number of aircraft on a 
side by two (drop fractions). That is the 
number of section leaders allowed at the 


start of the game. Of these, half (drop 
fractions) are also division leaders. Of the 
division leaders, one is the Strike Leader. 
Note this heirarchy on paper and set up the 
formations accordingly. During play, for- 
mations may split or form according to the 
leaders available. 

I. Initiative Benefits/Penalties: 

Aircraft in a close formation use the 
leader's initiative. Aircraft in tactical for- 
mations which have any negative modifi- 
ers to initiative get a plus one (+1). This 
reflects teamwork and radio calls helping 
less experienced or less confident crews. 
АП aircraft currently part of a strike group 
get another plus one (4-1). Regular or less 
quality pilots who are not in a formation of 
some sort receive a minus one (-1). 

J. | Loss Of Formation Leaders: 

Wingmen always begin play as part 
of a particular formation. If the original 
formation leader is lost and no other quali- 
fied leader in that formation exists, that 
formation is dissolved. The former wing- 
men may join other formations by moving 
into formation parameters on their leaders. 
They will not get the initiative benefits but 
do avoid the penalty. If the Strike Leader is 
lost, the strike group and its attendant 
benefits are dissolved. 

K. Optional Pilot Quality (rule 45) 
Considerations: 

A section or division leader must be 
of regular or better quality. The leader of a 
strike group must be a veteran. If a veteran 
is not available, then a regular may be used 
but the plus one (+1) modifier to initiative 
is lost. Green pilots must always begin a 
general scenario game as a member of a 
close formation. 

Rule 49: Aircraft Crash Sites 
(New; Optional): 

Whenever an aircraft is shot town, 
destroyed, abandoned or crashes through 
stalled, departed, terrain collision, GLOC 
or disorientation/fatal error flight, it must 
impact somewhere. 

A. Aircraft Crash Site Determina- 
tion: 

For stalled, departed, disoriented/fa- 
tal error, GLOC or T-level terrain collision 
crashes: the site is the aircraft’s present 
hex. Place a temporary smoke marker (rule 
52) there. 
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For Shot Down or Abandoned air- 
craft, roll one die and refer to the crash site 
location. diagram. Potential Crash site 
hexes are indicated based on the aircraft's 
facing and position at the instant of its 
demise. Place a temporary smoke marker 
in the indicated hex. If the hex is occupied 
by ground units, building counters, or in- 
flammable structures, they may suffer 
damage from the explosion and crash. 

B. Damage to Units Or Structures 
Crashed Upon: 

One ground unit, building marker, 
POL marker or the woods/urban/built-up 
hex itself in the crash site is immediately 
attacked at 1-2 odds with no modifiers; 
randomly determine which is attacked. 
Apply any results normally. Inflammable 
targets/terrain, if damaged, have a perma- 
nent Fire/Smoke marker placed on them. 


Rule 50: Blast And 
Fragmentation Danger Zones 
(New; Optional): 


HE bombs and other highly destruc- 
tive weapons have been known to blast 
their fragments and debris thousands of 
feet into the air. In fact, attack aircraft 
bombing from low level have blasted 
themselves so often that tactics and maneu- 
vers are often devised with the primary 
purpose of avoiding the blast zone of the 
weapons dropped. 

A. Blast Zone Marker placement: 

These markers are placed in a hex 
whenever: 

1) HE Bombs, Incendiary Bombs, 
Runway Cratering Bombs, Rocket Pods or 
Rockets are used in an attack with a final 
soft attack strength of 6 or more. 

2) Smart Bombs, Guided Bombs, or 
Smart Rockets are used in an attack whose 
soft attack strength is 12 or more. 

The Marker is placed the instant the 
attack is resolved and is removed in the 
Admin Phase of the same game-turn. 

B. Blast Zone Effects: 

The Blast Zone consists of the hex the 
marker is in and the hexsides forming it 
from ground level to two altitude levels 
above that. Any aircraft entering the blast 
zone undergoes a check for a chance hit just 
as if it were in an AAA barrage fire zone of 
effect. 


Rule51. Battlefield Smoke 

And Fire (New; Optional): 

A modern battlefield is apt to have 
lots of smoke, dust, explosions and smol- 
dering fires which will hinder line of sight, 
affect optically guided weapons, and in the 
case of fires, confuse IR seekers on smart 
weapons. The following rules take this into 
account: 

A. Temporary Smoke Markers: 

A temporary battlefield smoke 
marker is placed in any hex in which: 

1) a "Blast Zone" marker (rule 51) 
was placed. 

2) an aircraft crashed into (rule 50). 

3) an armor unit employed defen- 
sive smoke (see below). 

4) a ground combat artillery attack 
was made. . 

Temporary smoke remains where it 
was placed until the Admin Phase of the 
game turn following the one in which it 
appeared. On the turn it appears, place it 
with the plus two (+2) modifier side up. At 
the end of that turn, flip it to the plus one 
(+1) modifier side. At the end of the next 
turn, remove the marker. 

Temporary smoke is considered to 
rise to “T” level above the terrain and is at 
“Т” level line of sight obstacle. 

Temporary smoke affects combat by 
adding the modifier shown to all air to 
ground attacks except those by cluster 
weapons, area weapon dispenser pods and 
rocket pods which use only half the modi- 
fier shown (drop fractions). 

B. Permanent Fire/Smoke Markers: 

The following target types constitute 
inflammable targets: urban and built-up 
area terrain; buildings, factories, power 
stations, hangers and POL markers. Woods 
and urban hexes constitute inflammable 
terrain. A permanent battlefield fire and 
smoke marker is placed in a hex containing 
inflammable targets or terrain in the fol- 
lowing cases: 

1) Aninflammable terrain hex is the 
target of, or contains the target of, a napalm 
or fire weapon attack of any size, regard- 
less of the results of the attack. 

2) An inflammable target 1$ the tar- 
get of the napalm, fire weapon or incendi- 
ary attack that results in "D" or greater 
damage. 


3) A POL target is the target of HE, 
fire, or incendiary bombs; or BS, RS, and 
RG weapons; or rockets of any size which 
destroy the POL marker. 

А permanent fire/smoke marker once 
placed remains in play until the end of the 
game. The smoke blocks line of light as if 
it were a terrain contour and is considered 
to reach to two levels above the terrain. 
Permanent fire/smoke affects combat as 
does temporary smoke except IR guided 
weapons attacking an inflammable target 
which is burning do not suffer the adverse 
modifiers unless inflammable terrain is 
also in the hex. 

C. Smoldering Fires: 

Damaged vehicle units are consid- 
ered to have smoldering fires (burning 
vehicles) which do not generate a smoke or 
fire marker but which affects IR guided 
weapons. Any damaged vehicle unit at- 
tacked by IR guided weapons add a plus 
modifier to the weapons attack equal to the 
number of “D” hit markers it currently has. 
D. Vehicle Smoke: 

Armor units carry smoke dischargers 
which they might use in defense against air 
attack. The player owning the armor units 
declares intent to use smoke in the elec- 
tronic warfare interaction phase. For each 
unit which wishes to have smoke a die is 
rolled, if the result is four (4) or less, a 
temporary battlefield smoke marker is 
placed in the unit’s hex. This smoke pro- 
tects only that particular unit and no others 
in the hex. Once a unit creates smoke it is 
out of cannisters and may not use smoke 
again in the game. 

Е, Effects of Smoke and Fire at Night 
(rule 44): 

1) A permanent Fife/Smoke marker 
causes all units in the hex to be spottable as 
if it were daylight. 

2) Line of sight for TV/IR optics 
pods in use is blocked by smoke and fire as 
if in daylight as above. 

3) A vehicle unit with any “D” or 
greater results on itis automatically spotted 
due to smoldering fires. 

4) Burning inflammable structures 
are automatically spotted. 


Diagrams is Charts Section . 
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EOG—1: EAST OF MITLA, 
30 OCTOBER 1956 


Background: The Sinai War opened 
on the 29th of October with an Israeli 
paratroop drop East of the strategic Mitla 
Pass. On the following day, the paratroops 
were strafed by two MiGs and four Vam- 
pires and then shelled by artillery suffering 
casualties and the loss of a Piper Cub liai- 
son plane on the ground. Israeli Ouragans 
intervened shooting the four Vampires and 
knocked out the artillery. 

Map: 


L 
North 


Ground Units: Israeli: Infantry x 6, 
Entrenchments x 6, Jeep x 1, .50 cal Light 
AAA x 2, Piper Cub liaison Plane x 1; in 
any hex adjacent to or on the road in mega- 
hex 1015. Egyptian: Infantry x 3, Artillery 
x 1; all in hex 1008. Four Trucks in hex 
1007. 

EAF Aircraft: Two MiG-15bis en- 
ter on turn one from the North edge of the 
map. Four Vampire FB.5 enter on turn 
seven also from the North. 

IAF Aircraft: Two Ouragans enter 
from any map edge on turn nine with the 
Vampires in sight. Two more Ouragans 
enter on turn fourteen from the East map 
edge. 

Game Length: 20 game-turns. 


Notes: 

1. Allaircraft enter unspotted at any 
allowed speed and altitude in the LO band 
from their respective edges. No EAF air- 
craft may visually search for IAF aircraft 
until game turn 12 or at least half the 
aircraft of a type (one MiG or two Vam- 
pires) have executed at least one strafing 
attack against Israeli units, or one of the 
EAF aircraft has been attacked by IAF 
aircraft. The Egyptians were not expecting 
air resistance. 

2. Vampire and MiG Loads: АП 


carry two 400L drop-tanks. Conf. = 1/2, 
Load = 4. АП EAF aircraft are silver. 

3. Ouragan Loads: The first two 
enter CL configured with no loads. The 
second pair are each carrying two 500 Ib. 
HE bombs. Conf. = 1/2, Load = 3. The 
Ouragans are camouflaged. 

4. The grounded Piper Cub has a soft 
defense strength of 2, and a spotting range 
of 12. A “K” = X, “2D” = C, "D" = H, and 
“S” = L damage. 

5. Ground Combat: The artillery 
may shell one Israeli ground unit once 
every third game-turn. 

6. Victory Points: The EAF player 
gets one point for each strafing attack exe- 
cuted in addition to any points for damage 
resulting from those attacks. The IAF 
player gets triple points for the artillery 
unit. 


Optional Rule: 

7. MiG start fuel = 120, bingo = 50. 
Vampire start fuel = 180, bingo = 50. 
Ouragan start fuel = 120, bingo = 85. Pilot 
quality: MiGs = RR. Ouragans = R,R,R,R. 
Vampires = R,N,R,G. АП pilot attributes 
are average. No characteristics apply. 


EOG—2-15: THUNDER AND 
FIRE! 
30 OCTOBER 1956 (Solitaire). 


Background: When Egyptian rein- 
forcements were dispatched to the Sinai 
they came under heavy air attack. The IAF 
struck these columns with bombs, rockets, 
cannonfire and napalm strikes. The attacks 
were devastating; crippling and demoraliz- 
ing the Egyptian troops before they even 
got into battle. There was a price though; 
two Ouragans, a Mystere and 9 prop driven 
P-51 Mustangs were lost to Egyptian 
ground fire. Another Jet (probably an 
Ouragan) blew itself out of the air by at- 
tacking too low and getting caught in the 
blast of its own weapons. This scenario 
typifies these raids. 

Map: 

K 
North 


Ground Column: Roll one die; 

1, 2, 3 = Trucks x 10, Jeeps x 2, Lt. 
Armor (halftracks) x 4, Infantry x 9, Artil- 
lery. x 3, POL x 2, Quad. 50 cal M-55 AAA 
фа 

4,5,6 = Lt. Armor x 9 (halftracks), 
Trucks x 4, Med. Armor x 3 (T-34), POL x 
2, Artillery x 3, Infantry x 8, M-16 Quad .50 
cal mobile AAA x 2. 

7-8 = Med. Armor (T-34 x 9, Trucks 
x 4, POL x 2, Artillery x 2, M-16 Quad .50 
cal mobile AAA x 2. 

9, 10 - Нуу. Armor x 3 (15-Ш), Med. 
Armor x 6 (T-34), Lt. Armor x 6 
(halftracks), Infantry x 
6,2 ZPU-4 14.5mm Mobile AAA. 

The column is set up on the main 
East/West road between hexes 0613 and 
1611. Oneortwo vehicle units per hex with 
no more than one empty hex between ve- 
hicles. Infantry, AAA, Artillery and POL 
markers are placed in any hex containing 
Trucks, Jeeps, or Lt. Armor (halftracks); 
one per vehicle in hex. All infantry and 
AAA weapons are considered dismounted. 
POL units suffer the fate of their transport. 

IAF Strike Aircraft: choose one of 
the following forces; 

a) Four Ouragan, each with 16 large 
ЕК and two 500 Ib. HE bombs. Load = 11, 
Conf. = DT. 

b) Four Mystere IVA, each with 12 
large RK and two 750 Ib. Napalm tanks, 
Load = 10, Conf. = DT. 

c) Four Ouragan and two Mystere 
each with two 1,000 Ib. HE bombs. All: 
Load = 5, Conf. = 1/2. 

Game Length: 15 game-turns. 


Notes: 

1. Strike aircraft enter on turn one 
from the East, North, or South edge of map 
at any allowed speed and altitude in the LO 
to HI band. All must enter within one hex 
and two altitude levels of each other. 

2. Victory: To win, you must have 
more VPs over all and have scored at least 
25 points against ground units. 
Multi-Player Variant: 

3. The Egyptians have Air Cover: 
Choose one of the following forces; 

a) Two MiG-15bis, each with 
two 2501 drop-tanks, Load = 4, Conf. = 1/ 
2, 
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b) Three Meteor F.8, each with 
two 250L drop as above. 

c) Four Vampire, each with two 
250L drop-tanks as above. 

4. Aircover aircraft set up in any hex 
of megahex 1005 facing East at speed 2.5 
(loitering) and at any altitude in the ML to 
MH band. The actual altitude Level is not 
revealed until after the strike aircraft enter. 
The air cover is restricted in that it may not 
change altitude or use more than EZ turns 
until the strike aircraft are spotted, detected 
or make an air to ground attack. Pursuit of 
strike aircraft onto additional maps is al- 
lowed. АП aircraft begin unspotted. 

5. Victory: The IAF must have more 
points and score at least 10 points against 
the column to win. The EAF player must 
score more to win. All else is a draw. 


Optional Rule: | 

6. Israeli start fuel is .5 x internal, 
bingo is .3 x internal with no other mods. 
Drop tanks may be substituted in place of 
weapons. Pilot quality and attributes: roli 
foreach pilot but add one to all quality rolls. 
Attributes are figured normally, and only 
the S.H. characteristic is rolled for. 


EOG—3: SHARON'S 
COLUMN, 
30-31 OCTOBER 1956 


Background: Col. Sharon's Bri- 
раде, a mixed column of lt. tanks, 
halftracks, trucks, and paratroopers, had 
the tough assignment of taking Mitla Pass. 
In doing this, the brigade became one of the 
few Israeli units to come under consistant 
attack by the EAF. On the 30th, they were 
strafed by six MiG-15s and then by four 
Vampires. On the 31st, they were first hit 
by four Vampires escorted by two MiGs. 
This time Mysteres intervened, shooting 
down three Vampires. The final attack 
came that afternoon as the Brigade fought 
its way into Mitla Pass. Four EAF Meteors 
loaded with bombs and rockets and es- 
corted by six MiGs hit them before Oura- 
gans and Mysteres could help. Only one 
Meteor was shot down. 


Maps: 
North 


|| 

Israeli Ground Units: Lt. Armor x 5 
(halftracks), Med. Armor x 3, (AMX-13 
tanks), POL x 2, Artillery x 3, Infantry x 6, 
M-16 .50 cal SPAA x 1,.50 cal AAA x 2, 
Trucks x 8, Jeeps x 2, Infantry HQ x 1 (Col. 
Sharon). 

Arab Ground Units: Infantry x 9. 

Set Up: Israelis: at least half the Lt. 
Armor and Infantry on or adjacent to any 
full or partial road/bridge hex of megahex 
1010. Rest of column on any hex or adja- 
cent level 0 terrain hex of the road going 
from 1312 to 1814. Egyptians: one per hex 
in 0810, 0911, 1112, 1212, 1210, 1209, 
1109, 0811. All are considered entrenched. 

Note: All Israeli non-vehicle units 
must be paired with a transport unit (truck, 
jeep, or halftrack): Jeeps may only carry 
Infantry or Infantry HQ units. POL, Artil- 
lery,and .50 cal AAA units must always be 
in the hex their transport vehicle (halftrack 
or truck) is in. Always consider passenger 
units except POL to be dismounted). POL 
units suffer the fate of their vehicle units 
and are not considered separate targets. 

Aircraft: 

EAF Strike: Four Meteor F.8, two 
with two 750 Ib. Napalm tanks and two 
with 16 large RK. Loads = 4 and 8, Conf. = 
1/2 and DT respectively. 

EAF Escort: six MiG-15bis with two 
250L drop-tanks each, Conf. = 1/2, Load = 
4. 

IAF Air Cover: Four Mystere IVA 
enter on turn four, each with two 450L 
drop-tanks, Loads = 5, Conf. = 1/2. Two 
Ouragan enter on turn 8 with no Loads. 

Game Length: 20 game-turns. 


Notes: 

1. EAF strike aircraft enter on turn 
one from the West edge of Map F at any 
allowed speed and altitude in the LO to MH 
bands. Meteors must enter at the same 
altitude and adjacent to at least one other 
aircraft. Escorting MiGs enter on turn two 
from same edge any allowed speed and 


altitude up to 15 levels higher than the 
Meteors. 

2. IAF aircraft enter unspotted from 
any map edge at any speed and altitude. 
They enter as a ground (at same altitude and 
adjacent to each other). They do not start 
with any enemy aircraft spotted. 

3. Only Ouragans are camouflaged, 
all other aircraft are silver. Woods, 
Streams, Urban terrain and the bridge is 
considered clear terrain. 

4. Ground Combat: Resolve ground 
combat in the AAA plotted fire resolution 
phase of each third game turn. 

5. Victory: The Egyptians must 
have more points overall and score at least 
15 against ground units to win. The Israelis 
get double points for damaging EAF air- 
craft and must have more points to win. 
Anything else is a draw. 


Optional Rules: 


б. Start fuel for EAF aircraft = .55 x 
internal plus any drop-tanks, bingo = .35 x 
internal. For ТАЕ aircraft, start fuel = .5 x 
internal plus any drop-tanks, bingo = .35 x 
internal. 

7. PilotQuality: Randomly generate 
each pilot and his attributes from the tables. 
А plus one modifier applies to the quality 
table rolls for both sides. Combat hero and 
S.H. pilot characteristics may be rolled for 
on Vet. and Reg. pilots only. 

8. For a smaller game, delete the 
MiGs and make the IAF air cover consist of 
only two Mysteres. 


ЕОС--4: RETALIATION 
STRIKE! 
NOVEMBER 1963 


Background: When Syrian artillery 
opened fire from the Golan Heights on the 
Dan Kibbutz during a Sabbath holiday in 
late 1963; the IAF was ordered to attack the 
batteries. Mysteres, Vatours, Super Mys- 
teres, and Mirages all pounded the artillery 
with HE and incendiary bombs. Sufficient 
damage was done to dissuade the Syrians 
from popping off at nearby Kibbutzes for a 
while. Historically, the SAF failed to rise to 
the defense of their guns but could have. 
This scenario assumes they do. 
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Additional ЗАМ Missiles 
Radar Guided SAMS Roll to Hit Attack 

Rating 

Tvpe SAM G B Sp MA Dir Prox | DirProx 
SA-26 Guidling 10 5 
SA-3 GOA 8 4 
SA-6A Gainful 9 4 
SA-8A Gecko 6 4 
MIM-23A Hawk 9 4 
CSF Shahine 6 3 
Skyguard 8 4 
Tiger Cat за 
Optical Guide SAMs 


SA-3 GOA 8 4 
SA-8A Gecko 6 4 
Tiger Cat 5 2 
CSF Shahine 6 3 


Abbrevations: 


G = Guidance ТА = Turn Ability У = Visibility Fl = Flare Н = HOJ $р = $реей 
Г. = Lav. Roll Fit = Fit Time Ch = Chaff Ес=ЕССМ B= Boost MA - Min. Alt. 
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Table — 2 

Aircraft Victory Point Table Ground Unit Victory Point Table 
Aircraft Kil C Н L УР Мод. Ground Unit Kil “2р”“р” 
СМ-170 Magister 4 3 2 1 0.10 SA-2 Sam Fire Unit 9 6 3 
Vautour II A/B 14 10 5 2 0.30 SA-3 Sam Fire Unit 10 7 4 
Vautour II N 15 12 6 3 0.35 Mod. SA-3 Sam Fire Unit 12 8 4 
Nesher/Dagger 18 12 6 3 0.40 SA-6A Sam Fire Unit 11 7 4 
KFIR C-7 24 16 8 4 0.55 SA-8A Sam Fire Unit 9 — — 
LAVI 35 22 10 5 0.75 CSF Shahine Sam Fire Unit 12 — — 
Phantom 2000 33 21 10 5 0.70 MIM-23A Hawk Sam Fire Unit 10 7 4 

Skyguard Sam Fire Unit 10 — 
A-AN l6 10 6 3 0.35 Tiger-Cat Sam Fire Unit 6 4 2 
F-5E 18 12 6 3 0.40 
ВЕ-5Е 18 12 6 3 0.40 DSLK 12.7mm AAA 3 2 1 
BAC-167 10 7 3 1 0.25 M-55 Quad 12.7mm AAA 4 3 2 
Super Enendard 16 10 6 3 0.35 M-16 Mobile Quad AAA 6 4 3 
TCM .20mm AAA 5 3 2 

IL-28 12 8 4 2 0.25 M3/TCM Mobile 20mm AAA 6 4 3 
SU-7BMK 12 8 4 2 0.25 Nile-23 ZSV-23 Mobile AAA/SAM 8 4 6 
SU-17MK 14 9 4 2 0.30 BOFORs 40mm L60 AAA 5 x 2 
SU-20 13 8 4 2 0.30 ZSU-57-2 Twin 57mm AAA 6 4 3 
TU-16A 30 20 10 6 0.70 
TU-16B/G . 34 22 12 6 0.75 
MiG-21 PFMA 20 14 6 2 0.45 
MiG-23 BN ш is TY 3 0.50 
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ХАХАХХХЖХХХХЖХХХХХХА Ж 
ЕЕ Wargame Depot 
10488 Baltimore Avenue 


Beltsville, Maryland 20705 
(301) 937-4504 


5th Edition 
Third Reich 


Mail Order Wargames 
B Discounts from 15 - 2596 
off retail prices! 
Ш No minimums - Discounts on 
every order no matter how small! 
Ш We carry all types of games... 
Board Games Computer Games 
Miniatures Role-Playing Games 
by all gaming companies. 
Avalon Hill Victory Games 
GDW GHQ 
SSI TSR and more! 


Playtesters Wanted 


Yes, many revisions and 
"realism" imporvements have 
been made to this classic, award 
winning wargame. 

If you are a devotee of The 
Avalon Hill Game Company's 


game Third Reich, and wish to 
assist by "blindtesting" this new 
edition which was three years in 
designing, contact: 

Bruce Harper 

3641 W. 48th Ave. 

Vancouver, B.C. 


; А Е 
Canada, V6N 3R2 Why pay full price for games! We offer a large selection 


of gaming resources to fit everybody's needs. 

All inquiries welcome. Get our new 1988 catalog for $2.00 

(Free with any order) 
V/SA OPEN 9-6 MON-FRI, 9-4 SAT СВЕТ: 

БЕНЯ 


KKK KKK KKK KKK $4 $ $ $ $ $$. 


ИМА POWER 


The Journal of Air Combat Gaming 


Please send $5.00 (US) to Mr. 
Harper to cover costs of 
photocopying and mailing (this is 
а large packet!). 


MX. 220-0 SS SSS SSCS SCS SSS CSS AA X 
FORO III III III ЖЖ 


The definitive source 
of new material 
for use with GDW's 
Air Superiority™ / 
Air Strike™ System 


Regular Features 
Include 


e New Scenarios 

е New Data Cards 
е Additional Rules 
e Scenario Replays 


Produced by 


№. а * Designer's Column 
playtesters Fly further and foster Questions & Answers 
with the latest issue 
of Air Power! 
Single Issue: $2.50 Air Power Publications 
One Year (6 issues): $12.00 Р. О. Box 2582 


Two Year (12 issues): $20.00 LaGrange GA 30241 
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Maneuver Costs: HFP/Decel 


Lag/Displacement Roll: МА 
Vertical Roll: МА 


Turn Drag Chart 


TU-16 Badger A/B/G 


Crew: Pilot, Crew (5-6) 


Cruise Speed: 4.5 
Visibility: 10 
Size: —2 
Vulnerability: +1 


Restricted Аг: -- 
Blind Arc: — 
Radar Arc: 180+ 
Internal Fuel: 3750 


Idle 0.5|0.5|1.0]| 1 
Spbr 0.5 | 0.5 | 0.5 | — 


Radar Data 
Type: Badger 

Arcs: 180+ 

Search: Gr. Nav (60) 
Track: Gr. Nav (60) 
Lock-On: 6 
Internal Gun Data 
Type: Multiple twin 23mm turrets 

Air to Air: 4 Air to Ground: МА 


Technology 
Listing 
None 


Weapon Stations Diagram 


TU-16 


BADGER-A BADGER-B/G 


Configuration Points Limits: 

CL = 0-10, 1/2 = 11-18, ОТ=19+ 
Load Limit: 20,000 
Station Limits: 


1,3 = 10,000; 2= 19,800 


Allowed Station Loads 
1,3 = BB, WR, FT, ASM, ARM (3) 
2 (bomb bay) = BB (low drag only: 
9 x 2,200 or 18 x 1,100 or 24 x 550) 


Notes and Variants 


. Aircraft carries 40 chaff 
2. Ballistic bomb system (-1) if using low drag 
BB weapons in level bombing above aititude 
level 4 
3. Badger B may only use AS-1 ARM, Badger G 
may only use AS-5 ASM/ARM 
. Low roll rate 
. Badger B/G have a large radar in place of 
bomb bay, Gr. Nav. (180) 
6. Turret guns cover all arcs except 180+. 
They may only return cannon fire 


50.4050 
SUD Vatour ПА, IIB, ШМ 


Maneuver Costs: HFP/Decel 
Lag/Displacement Roll: 1.5/1.5 
Vertical Roll: 0/1 


Cruise Speed: 5.0 
Visibility: 7 


Restricted Arc: 7” 
Blind Arc: 30 

Size: 0 Radar Arc: 180+ (1) 
Vulnerability: 0 Internal Fuel: 500 


Minimum-Maximum Velocity Chart Climb Capability Chart 
4-5 — — 


"Tu Climb 
Speed 3.5 | АВ Other | АВ Other | АВ Other 


CL 
— ,25 


Radar Data Technology | Weapon Stations Diagram SD 4050 
HIN (1) Listing | 


Arcs: 1804 А ae + OR + 
os 2 6-9 АДА 11-13 12 А 45 
Lock-On: 5 
Internal Gun Data Configuration Points Limits: 
Туре: 4 x 30mm DEFA (1) CL = 0-6, 1/2 = 7-10, ОТ=11+ 
Air to Air: 7 Air to Ground: 12 Load Limit: 6.500 
Rollto Hit 0 = 6, 1 = 3, 2 = 1 Station Limits: 
Gunsight: ТТ+1, НТ+2, ВТ+3 Bomb System | 1,2,4,5 = 1,100; 3 (bomb bay) = 4,500 
Shots: 2.5 Radar Ranging: R 6-13 (RK rails) = 150 
Notes and Variants Allowed Station Loads 
1. Vatour ПА is a sinlge-seat day fighter with no E - == dk bi ЕТ 
radar; IIB is a two-seat level bomber with no 3 _ вв (low drag only) up to 3 x 1,100 or 
radar or gun; ИМ is а two-seat night fighter | 


. ИВ bomb system: Ballistic —1 if using low drag НЕР ы-у jose a 
BB in level bombing at altitude above 4 sas al 5 


VARIANT: French AF Interceptor 
Add Matra 511 RHM on stations 1,2,4,5 


VARIANT: Israeli Electronic Warfare A/C 
Unarmed. ECM add RWR-B, 2 x AJM-A 
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MiG-21 РЕМА 


(Early) Fishbed-J Lag/Displacement Roll: 1/1 
Crew: Pilot Only Vertical Ной: 0/0 


на cL | 12 
2.5 | 2. 


Restricted Arc: 180L 
Blind Arc: 30 

Radar Arc: 180+ 
Internal Fuel: 240 


Cruise Speed: 6.0 
Visibility: 5 


БЕСІГІН ЕСІН 


Radar Data Technology | Weapon Stations Diagram MiG-21 PFM A 
Type: JAYBIRD . Listing 


None 


| Configuration Points Limits: 
CL = 0-4, 1/2 = 5-6, DT=7+ 
Air to Ground: — 
Station Limits: 


Gunsight: HT+2, BT+3 Bomb System | 1,5 = 550; 2,3,4 = 1,100 
Shots: — Radar Ranging: R Manual —0 


Notes and Variants Allowed Station Loads 
1. Aircraft has thick front windscreen, +1 to all 1,5 = ВВ, НК, RP, IRM, АНМ (3), EP, FT 
| 2,4 = ВВ, ВК, ВР, IRM, DR 
spotting rolls іп 180+ arc 3 - BB EP ОВ GP. FT 
2. May use AA-2, АА-8 type IRMs IOCIS ET 
3. May only use AA-2C RHM 
4. GP-9 Gsh-23 GP may be fitted in place of 
station 3 


VARIANT: Export Fishbed 
Radar: Spinscan B: 180+, 35/8, 24/8, 7 
with radar ranging R 
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SU-7BMK Fitter-A 


Crew: Pilot Only 


Maneuver Costs: HFP/Decel 


Lag/Displacement Roll: 1.5/1.5 
Vertical Roll: 0/0.5 


Turn Drag Chart 


Cruise Speed: 5.5 
Visibility: 7 
Size: 0 


Blind Arc: 30 
Radar Arc: Limited 
Internal Fuel: 355 


Idle 0.5 | 0.5 |0 0 
Spbr --- 


Smoker at MIL Power 


е | or | 1/2 
Dive тр 
44 38 Speed! Sneed 4.5 Other | АВ Other | АВ О 
12 = = 


A/B 
5 
1 
2 
3 
4 
4 


Radar Data Technology | Weapon Stations Diagram | SU-7BMK 


Type: HI-Fix : 3. 


Lock-On: 4 

Internal Gun Data Configuration Points Limits: 
Type: Two 30 mm cannon CL = 0-4, 1/22 5-6, ОТ=7+ 
Air to Air: 5 Air to Ground: 4 

Rollto Hit 0 = 4, 1 = 2, 2 = 1 


Gunsight: НТ+2, ВТ+3 Bomb System | 1,6 = 550; 2,3,4,5 = 1,100 
Shots: 2 Radar Ranging: В Manual —0 


Notes and Variants Allowed Station Loads 


1,6 = ВВ, НР, НК, EP 
2,5 = ВВ, Ва, НР, HK, GP, РР, FT 
3,4 = BB, BG, RP, НК, FT 


1. May only light off A/B power three times in a 
game. Once lit it remains lit until power 
setting changed to other than A/B 
. One turn delay for А/В power. Increased power 
begins the turn after A/B is selected, in the 
meantime use MIL power but fuel used at A/B 
rate 
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IAI Nesher 
(Argentine Dagger) Lag/Displacement Roll: 1/1 
Crew: Pilot Only Vertical Ной: 0/0 

[Power | CL | 1/2 | DT Fuel. 


Cruise Speed: 6.0 
Visibility: 6 


Restricted Arc: — 
Blind Arc: 30 
Radar Arc: — 
Vulnerability: O Internal Fuel: 310 


Minimum-Maximum Velocity Chart Climb Capability Chart 
Dive | Climb 
48 42 (5 -- 
рееа| Speed 4.5 | АВ Other Other | АВ 


ive 
ed 
14 


Radar Data 
Type: Radar Gunsight 


Technology 
Listing 
None 


Nesher 


Lock-On: 7 
Internal Gun Data 
Туре: 2x 30mm DEFA 

Air to Air: 6 Air to Ground: 6 
Roll to Hit 0 -6,1-3,2-2 
Gunsight: ВТ+2 

Shots: 3 


| Notes and Variants 


1. Supersonic delta 

2. High bleed aircraft 

3. May use АМ-9, Matra 550, Shafrir type IRMs 

4. Station 3 may carry two BB class weapons 
without using a WR 

5. Stations 2,4 may be overloaded to 2,200, but 

maximum turn rate is HT 


Configuration Points Limits: 


CL = 0-2, 1/2 = 3-6, ОТ=7+ 


Radar Ranging: R 


Allowed Station Loads 
1,5 = BB, RP, RK, EP, IRM 
2,4 = BB, RP, RK, RPT, FT, GP, DR, TR 

З = BB, ВР, RG, RK, FT, EP, РР, GP, WR 
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Maneuver Costs: HFP/Decel 


Lag/Displacement Roll: МА 
Vertical Roll: МА 


IL-28 Beagle 


Crew: Pilot, Bdbr, Tail Gnr 


TT 0 1 1 

1 2 2 
вт | МА МА МА 
ЕТ | МА МА МА 


Restricted Arc: — 
Blind Arc: — 

Size: —1 Radar Arc: 180+ 
Vulnerability: —1 Internal Fuel: 565 


Minimum-Maximum Velocity Chart Climb Capability Chart 
чек Dive ттр 
36 32 Speed! Speed 3.5 | АВ Other | А/В Other | АВ Other 


‚25 


Cruise Speed: 4.5 
Idle 0.5 | 0.5 | 0.5 Visibility: 8 


Spbr 0.5 | 0.5 | 0.5 


1.0 | 1.0 2 
о | 0 1 
0 


— 25 


Technology 
Listing 


Weapon Stations Diagram IL-28 


Tip-Tanks Tip-Tanks 
Optional | Т Орїїопа! 


2 


Lock-On: — 

Internal Gun Data 

Type: 2x 23mm; TG 2 x 23 mm (5) 

Air to Air: 4:4 Air to Ground: 3:0 

Roll to Hit 0 = 3:2, 1 = 2;1, 2 = 1:1 

Gunsight: ТТ+1, НТ+2 Bomb System 

Shots: 4:4 Radar Ranging: — | Manual —0 (2) 

Notes and Variants 

1. RWR-A not available for export models until 1969 

2. Ballistic —1 bomb sight if using low drag BB 
weapons in level bombing attacks above altitude 
level 4 

3. Tip tanks available. Totals: wt = 2,500, load = 4, 
fuel points = 110 

4. Low roll rate 

5. Tail guns: arc = 30— and may only return fire 

against gun attacks. No modifiers apply. 


Configuration Points Limits: 

CL = 0-4, 1/2 = 5-8, DT=9+ 
Load Limit: 6,600 
Station Limits: 


1,3 = 1,800; 2 = 4,400 


Allowed Station Loads 
1,3 = BB, FT, RP 
2 (bomb bay) = BB (low drag only) 
1 x 2,200 or 4 x 1,100 or 8 500 or 
12 x 225 
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Maneuver Costs: HFP/Decel 
—MÁ— "a —— Lag/Displacement Roll: 1.5/1.5 


Vertical Roll: 0/1 


ium. 


CM-170 Magister 


Crew: Pilot, Observer 


Cruise Speed: 3.0 | Restricted Arc: 
0.5 | 0.5 | 0.5 Visibility: 5 Blind Arc: ЗО 
0.5 | 0.5 | 0.5 | — | Size: +1 Radar Arc: — 


Vulnerability: —1 Internal Fuel: 140 


Minimum-Maximum Velocity Chart 
| 
ЕН 46+ — — — — — -- 

VH 36-45 
НІ 26-35 
MH 17-25 
ML 8-16 


.25 


Radar Data Technology 


Type: None қ pog 


Lock-On: — 
Internal Gun Data Configuration Points Limits: 
Type: 2x 7.5 mm MG CL = 0-1, 1/2 = 2-3, ОТ=4+ 


Air to Air: 1 Air to Ground: 2** Load Limit: 300 (overload - 500 
Roll to Hit 0 = 4, 1 = 1, 2 = NA Station Limits: 


Gunsight: TT+1, НТ+2, ВТ+3 Bomb System | 1,2 = 150 (250 (4) ) 
Shots: 8 Hadar Ranging: — Manual —0 


Notes and Variants Allowed Station Loads 


. No ejection seats, manual bailout only 1,2 = BB, RP, АК 


. Each weapon station can carry two ВВ or ВК 
type weapons without using a DR 

. Rapid accel aircraft if speed is « 3.0 

. Stations 1,2 may be overloaded to 250 each 
but max turn rate is reduced to HT while 
overloaded 


Раге 36 BattlePlan #9 


Maneuver Costs: HFP/Decel 


Lag/Displacement Roll: 1/1 


BAC-167 Strikemaster 


Crew: Pilot, Observer Vertical Roll: 0/1 


Restricted Arc: 


Cruise Speed: 3.5 


0.5 | 0.5 | 0.5 | 0 | Visibility: 4 Blind Arc: 30 NA 
0.5 | 0.5 | 1.0 | — | Size: +1 Radar Arc: — 
| Vulnerability: —1 Internal Fuel: 155 


Minimum-Maximum Velocity Chart Climb Capability Chart 
Со | 
Dive Climb 
35 |Speed| 5,7 
Speed 2.5 | АВ Other | АВ Other | АВ Other 


6 
.5-3. 5.5 | НІ 26-35 
5.5 | МН 17-25 
5 
5 


Тесһпо!оду 
Listing 
None 


.25 
‚25 


Radar Data 
Type: None 


1234 


Lock-On: — 
Internal Gun Data 
Type: 2 x 7.62 mm FN 

Air to Air: 1 Air to Ground: 2** 
Roll to Hit 024,12 1, 2 = МА 
Gunsight: НТ+1, ВТ+2 

Shots: 13 Radar Ranging: — 


Bomb System 
Manual —0 
Notes and Variants 


1. All stations may carry up to four RK weapons 
each 


Configuration Points Limits: 
CL = 0-3, 1/2 = 4-6, ОТ=7+ 
Load Limit: 3,300 
Station Limits: 


1,3,6,8 = 200; 2,7 = 500; 4,5 = 750 


Allowed Station Loads 
1,3,6,8 - BB, RK, RP 

2,7 = BB, ВК, RP, GP, FT 
4,5 = BB, ВК, RP, GP, FT 
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Tomorrow the World is a 
new game designed by Strategy 
&Tactics Editor, Ty Bomba. This 
ultimate nightmare game postulates 
an alternate scenario for the events 
leading up to World War Il. 

Roosevelt is successfully 
assassinated, Churchill is killed in 
action early in his career, and the 
West never pulls out of the great 
depression. 

The German-Japanese alliance 
sweeps to power and divides the 
world. In 1948 they turn on each 
other. From jet fighters to nuclear 
bombs—this game has everything. 


; А Я 


Tomorrow the World Board Game - $35.00. Available т Better Hobby Stores Everywhere. 
Made in the USA. Visa/MasterCard Accepted. Add 15% Shipping Charge. 
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AIR POWER: Charts and Tables 


Table — 3 
New SAM Counter Data 
Def. Spot EWR  TTR Backside 
Type Str. Range Type Freq. Freq. Counter Format 
SA-2 5 18 Hvy LF LF 6 2 
Guideline SAM 60 20 
^ 6 m 
SA-3 4 18 Hvy LF HF 8/16 2 
GOA SAM 30 10 
6 6 
SA-8A 3 12 Mobile HF VF 4 * 2 
Gecko SAM 10 6 
7 4 
CSF , 4 12 Mobile N VF 6 * 2 
Shahine SAM N 6 
8 7 
Tiger Cat 2 12 SAM М УЕ 6 1 
М 4 
7 8 
Skyguard 2 12 SAM М VF 4 * 2 
N 12 
9 — 


Crash Site Determination Rule 49 


Раге 42 BattlePlan #9 
AIR POWER: Charts and Tables 
Table — 4 
New AAA Counter Data 
DEF Spot Backside 
Type Str. Range Class Counter Format 
ZPU-1 3 12 Light 4 3 3 
14.5mm AAA 3 2 1 
6 1 — 
M-55 3 12 Light 2 3 4 
Quad. AAA 5.4 3 
50 Cal 5 2 — 
M-16 3 12 Mobile 2 3 4 = ey 
Mobile Light 4 3 2 Blast Zone 
Quad. .50 Cal AAA 5 2 — 
ТСМ-20 3 12 Light 2 4 6 
Twin AAA 4 4 3 
20mm 8 2 — 
TCM-M-3 3 12 Mobile 2 4 6 
Mobile Light 3 3 2 
Twin 20mm AAA 8 2 — 
Nile-23 4 12 Mobile 2 5 8 
Mobile Light 3 3 2 
Twin 23mm/Sa-78 AAA/SAM 9 2 — 
Bofors L60 3 12 Medium 4 8 12 
40mm AAA 2 2 | 
154 — 
ZSU-57-2 4 12 Mobile 5 1015 
Mobile Medium А l J 
Twin 57MM AAA 185 — 


BattlePlan #9 


Page 43 


AIR POWER:EAGLES ОЕ THE GULF SCENARIOS 


Maps: 


North 


Note: hex H-1025 should abut hex J-0518. 


Ground Units: Syrian Artillery x 3; J-0614, 0717, 0719. Syrian AAA; 37mm M-38 
x 3, ZPU-2 14.5mm x 2, ZPU-1 14.5mm x 2; in any hex within 3 hexes of an artillery unit 
inclusive. Entrenchments x 6; on any Artillery or AAA occupied hex. Bunker x 1 J-0917. 


Aircraft Map Hex Fac. 
Vat. ПА#1 Н 1014 
Vat. ПА# Н 0914 
Myst. IV#1 Н 1007 
Myst. IV #2 Н 0907 
Myst. IV #3 Н 1107 
Myst. IV #4 Н 1206 


Additional Aircraft: Two SMB.2 
and Two Mirage IIICJ enter on turn 4 from 
West edge of map H from any hex in 
megahex 1000, facing East at speed 5.0 and 
any altitude in the LO to MH band. 

Syrian Air Force: Roll one die in 
admin. phase of each game turn. On a two 
or less, two SAF interceptors enter on next 
game turn. Subtract one from roll if there 
are more than six IAF in play. Continue 
until a maximum of 8 SAF aircraft are in 
play. If losses reduce the number in play, 
begin rolling again. 

Game Length: 30 game-turns. 


Notes: 

1. The bunker represents the artil- 
lery ammo dump and has a victory point 
value = to a POL marker. 

2. Whenever SAF aircraft appear, 
roll die for type: 

1-5 = MiG-17F, 6-8 MiG-19F 

9-10 = MiG-21F. 

They enter from North-Northeast 
edge of map J at any allowed speed and 
altitude. They are CL configured with no 
loads (armed with cannon only). 

3. AILIAF aircraft except Mir. III are 
camouflaged. The Mirages are silver. 
MiG-17s are camouflaged, all others are 


Alt. Spd. Conf. Load 

Е 10 50 DT 1 
E 10 50 DT 14 
E 12 50 DT ип 
E 12 50 DT п 
E 2 50 DT ІП 
B пи 30 OF 11 


silver. The MiGs enter unspotted but have 
no IAF aircraft in sight on turn of entry. 

4. Victory: To win, the Israelis must 
have more points overall and damage all 
three Artillery sights. If only one of the two 
conditions is met, the game is a draw. If 
neither is met, the Syrians win. 

5. Vatour Loads = Bomb-bay; six 
750 Ib. HE bombs. Stations (Sta.) 6 to 13; 
two Med. RK each. Mystere Loads - Sta. 
1,4; one 1100 Ib. HE bomb each, Sta. 2,3; 
one 600L drop-tank each. SMB.2 Loads = 
Sta. 1,4; one 550 Ib. Napalm each, Sta. 2,3 
= one 600L drop-tank each (Conf. = DT, 
Load = 9). Mirage Loads = Sta. 1,5; one 550 
Ib. HE bomb, Sta. 3; two 550 Ib. HE bombs, 
stations 2,4; one 6001, drop-Tank each 
(Conf. = DT, Load = 12), 


Optional Rule: 

6. Pilots; generate via tables. Fuel; 
IAF start = .6 internal, bingo = .25. SAF 
starts = .6 internal, bingo = .2. 


ЕОС--5: THE ОСТЕІВІ?5 
LAST STAND; ADEN, 
11 JUNE 1964 (Solitaire) 


Background: Several hundred rebel 
Quteibi tribesmen were finally defeated 
and captured by British troops at their 
stronghold on the Jebel Huriyah mountain 
North of Aden. RAF Hunters of the Khor- 
maksar wing in Oman contributed to the 
victory by bringing the rebels under accu- 
rate and sustained air attack; strafing and 
rocketing them continuously during the 
battle. 

Map: 


North 


Rebel Ground Units (W.P. colors): 
One large building at F-0813; small build- 
ings x 2, 0812 and 0913. Entrenchments x 
6, 0712, 0811, 0912, 1012, 1013, 0914. 
Infantry x 9, Infantry HQ x 1, 12.7mm 
DshK.38 AAA x 3; in any building or 
entrenchment hex up to stacking limits. 

British Ground Units (NATO 
colors): Infantry x 8, Lt. Armor x 3, Med. 
Armor x 1, Infantry HQ x 1, FAC x 1, шапу 
hex of megahexes 1010, 1015, and 1513 
adjacent or within 3 hexes of a rebel unit 
but not on or inside the fort. Artillery x 3, 
trucks x 8, in any hex of the 3 megahexes 
which is three or more away from a rebel 
occupied hex. 

Aircraft: Two waves of four Hunters 
apiece. Four Hunters enter on turn one 
from South edge of map H at any allowed 
speed and altitude. The second wave enters 
two turns after the last aircraft of the first 
wave leaves the play area. 

Game Length: 24 game-turns. 
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AIR POWER:EAGLES ОЕ THE GULF SCENARIOS 


Notes: 

1. All Hunters are loaded as follows: 
24 x large rockets, and two 450L drop- 
tanks; Wt. = 3,400; Load = 17, Conf. = DT. 

2. The Land Battle: British ground 
units may fire in the AAA plotted fire 
resolution phase of every even numbered 
game-turn. Rebel units fire in the AAA 
plotted fire resolution phase of every third 
game-turn. British infantry and armor units 
may move one hex in the admin. phase of 
turns 8, 16, and 24. Unsuppressed rebels 
may move one hex in the admin. phases of 
turn 9 and 18. 

3. Victory: The British must have 
more points overall and inflict twice as 
many points in damage on the rebels as they 
receive against their own ground forces 
and be the sole occupants of any two of the 
three buildings. А draw results if the Brit- 
ish cannot meet the above point require- 
ments but are the sole occupants of all three 
building hexes at the end of the game. The 
rebels win in all other cases. 

4. Terrain: All woods, bridge and 
stream hexes are considered clear. 


Optional Rule: 

5. Crew quality: generate pilots 
from the tables. Fuel = NA; weather = 
clear. 


ЕОС--6: THE ҮЕМЕМ 
CONFLICT! 1965-1966 


Background (Hypothetical): In the 
mid-1960's Egypt became involved in the 
Yemeni civil war eventually committing 
over 50,000 troops and several squadrons 
of Aircraft for support. The EAF actively 
engaged in ground support and terror 
bombing of Yemeni villages. British 
troops were fighting in neighboring Aden 
and British Hunter jets often patrolled the 
Yemen border hoping to stir up some MiG 
action. This scenario assumes the Hunters 
actively intervene during an EAF bombing 


raid on the Aden/Yemen border. 
Maps: 


North 


Yemeni Ground Units: 12.7mm Lt. 
AAA x 3 (entrenched); іп any hex within 5 
hexes of the urban village at J-0808. Trucks 
x 2 at J-0910. POL x 1 at J-0707. Infantry 
x 3, in any hex of the village. 

EAF Aircraft: Choose one of the 
following forces; 

a) Four MiG-15ISh, each with two 
235L drop-tanks and two Med. RP with 
medium rockets (Conf. = DT, Load = 9). 

b) Three IL-28, each with 12 x 225 
Ib. Incendiary bombs (Conf. = 1/2, Load = 
6) and two MiG-17F each with two 235L 
drop-tanks (Conf. = 1/2, Load = 3). 

с) Two IL-28, each with 8 x 550 16. 
HE bombs in bomb-bay and two Large RP 
with med. rockets under the wings (Conf. — 
DT, Load = 14) and two MiG-17F, each 
with two235L drop-tanks and two large RP 
with med. rockets (Conf. = DT, Load = 10). 

British Aircraft: Two Hawker 
Hunters each with two 600L drop-tanks 
(Conf. = 1/2, Load = 6). 

Game Length: 15 game-turns. 


Notes: 

]. EAF aircraft enter at any allowed 
altitude and speed in the LO to MH band 
from the North edge of map J on turn one. 
British aircraft enter from South edge of 
map J at any allowed speed and altitude in 
the LO to HI band on turn one. 

2. Victory: EAF must score at least 
10 points of damage against Yemeni forces 
(the urban hexes about J-0808 inclusive are 
eligible targets) and have more points 
overall to win. British/Yemeni side must 
have more points to win, all else is a draw. 

3. All aircraft are camouflaged and 
begin unspotted. The Yemeni AAA units 
use the random AAA fire table and con- 
sider all aircraft to be eligible targets. 

4. Terrain: woods hexes are consid- 
ered sparse tundra with no effect on play. 


Optional Rule: 

5. Pilot/crew are generated from the 
tables. Fuel is determined as in Air Superi- 
ority, scenario G-8. 


ЕОС--7: WATERWAY КАШ! 
14 JULY 1966 


Background: Syria and Jordan be- 
gan a cooperative effort to divert the waters 
of the Jordan River away from Israel. In 
response, Israel blasted nearby Syrian 
construction equipment with artillery and 
sent its warplanes to strike at digging sites 
further away. Four Syrian MiG-21’s at- 
tempted to intervene but were engaged by 
IAF Mirages which shot down one of the 
Fishbeds. This marked the first fight be- 
tween Mirages and MiG-21’s and was the 
first IAF kill in four years. 

Maps: 


North 


Note: Hex F-1001 should abut J- 
0508, hex I-0503 should abut J-0020, hex I- 
0015 should abut F-2010. 


Syrian Ground Units: Lt. Armor x 3 
(bulldozers); F-1102. Trucks x 6; two each 
in F-1204, 1304, 1202. Small building x 2; 
F-1203 (construction supplies). Anti-air- 
craft: ZPU-4 14.5mm x 3, M-38 37mm x 2, 
S-60 57mm x 1; inany hex within six of the 
small buildings. Entrenchments x 3; in any 
hex with a AAA unit. 
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Aircraft Map Hex Fac. 
Ouragan #1 I 1417 
Ouragan #2 I 1418 
Ouragan #3 I 1618 
Ouragan #4 I 1718 
Mir. 3C #1 I 1520 
Ми. 3C #2 I 1521 
Ми. 3С #3 | 1819 
Mir. 3C #4 I 1919 
MiG-21F #1 J 0611 
MiG-21F #2 J 0610 
MiG-21F#3 J 0711 
MiG-21F #4 J 0710 


Game Length: 30 game-turns. 


Notes: 

1. ТАЕ aircraft may not change alti- 
tude, do any maneuvers except slides nor 
use any turn rate but “EZ” until a Syrian 
MiG is detected or an IAF aircraft comes 
within 10 hexes of a ground unit; at that 
time all IAF aircraft become free to maneu- 
ver as desired. 

2. MiGs and Mirages are silver, 
Ouragans are camouflaged. All aircraft 
begin unspotted but Syrian MiGs are under 
GCI radar control and may maneuver 
freely against IAF aircraft. 

3. Aircraft Loads: Ouragans each 
have two 800 Ib. HE bombs and 16 Med. 
RK. Mirages each have two 600L drop- 
tanks. MiGs each have one 600L drop-tank 
and if the missile variant of the scenario is 
not used, have two internal cannon as for 
the Indian MiG-21 variant. 

4. Victory: To win, IAF side must 
have more points overall and score at least 
10 points against non-AAA targets (bull- 
dozers, trucks, and buildings); anything 
else isa Syrian victory. Bulldozers count as 
med. armor for VPs. 


Optional Rules: 

5. Pilots are generated via the tables. 
Fuel is calculated as in Air Superiority, 
scenario G-4, but mission range = short for 
both sides. 

6. Recommended Variant: Air to air 
Missiles 

Historically, at this time both the 
Arabs and Israelis had missiles but seldom 
carried them, relying on their guns because 


Alt. Spd. Conf. Load 

SE 10 40 DT 12 
SE 10 40 DT 12 
SE 10 40 DT 12 
SE 10 40 DT 12 
SE 15 40 1/2 6 
SE 15 40 1/2 6 
SE 18 40 12 6 
SE 18 40 1/2 6 
NW 20 60 1/2 3 
NW 20 60 12 3 
NW 20 60 12 3 
NW 20 60 12 3 


of the perceived unreliability and difficulty 
in using missiles. For this variant; add one 
Matra-530A or 530B to the Mirages on 
station 3 (new Conf. = DT, Load = 7.5) and 
add two AA-2a Atolls to each MiG on 
stations 1 and 3 (new Conf. = DT, Load = 
2). 


EOG—8/S-16: CAIRO WEST 
AIRFIELD! 
5 JUNE 1967 (Solitaire) 


Background: Israel’s “blitzkrieg” 
Six Day War against the United Arab 
Republic (Egypt and Syria) began with 
pre-emptive attacks against Egypt’s main 
airbase. In two hours, most of Egypt’s air 
force lay in ruins. Over 300 aircraft had 
been destroyed. Cairo West, was the first to 
be hit. It was the main base for Egypt’s TU- 
16 heavy bombers which were high prior- 
ity targets. IAF Mirages led the surprise 
assault and utilized for the first time in air 
warfare, specialized runway cratering 
bombs and guided rockets. 

Maps: 


G North 


Note: Hex I-1001 should abut hex G-1518. 


Ground Units: Airbase Facilities; 
Tower plus large building at G-1014, 
Hangars x 2, one each in G-1016, 0917. 
Parked aircraft; Tu-16 x 4, one each in G- 
0917, 1016, 1214, 1216; MiG-21 x 1 G- 
1117. POL markers x 2 both at G-0815. 
EWR type A, G-1411. 

Egyptian AAA Units: ZPU-2 
14.5mm x 3, G-1017, 1014, 1207. Bofors 
L60 40mm x 3; G-1215, 1009, 0614. SA-2 
SAM site, G-1207. 

IAF Aircraft: Eight Mirage ШС set 
up as per note 1. Each is loaded as follows: 
Two 600L drop-tanks one each on stations 
2 and 4. Two 650 Ib. runway cratering 
bombs, one each on stations 1 and 5. One 
1200 Ib. AS-30A guided rocket. Conf. = 
DT, Load = 12, Wt. = 4,700. 

Game length: 20 game-turns. 


Notes: 

1. The Mirages start play in “T” 
level flight at speed 5.0. Four set up in any 
hex of megahex I-1010 with any facing, 
and the other four in megahex I-1020. 

2. Terrain contour lines are ignored, 
they do not exist. 

3. Parked aircraft are soft targets 
with a defense strength of 3. Each parked 
aircraft counter represents 4 airplanes. 
Each “D” hit puts one airplane out of ac- 
tion. The counters take the equivalent of 
four “D” hits to be destroyed. Spotting 
range for parked aircraft is 12. 

4. Egyptian Surprise! Egyptian 
AAA units may not fire until they become 
activated due to the surprise nature of the 
attack. In each admin. phase of the game 
turn, roll one die for each AAA unit. The 
roll for activation is any result =< the cur- 
rent game-turn. Once activated they re- 
main active. 

5. The SAM and radar unit form an 
IAD. The SAM unit is not restricted by 
surprise, it is considered active at the start 
(Soviet operated) and will attempt to prose- 
cute the first Mirage it can see and after that 
target is destroyed, any others that can be 
seen. 

6. Victory: The IAF must damage 
each of the three runway intersection hexes 
and knock out at least 8 of the 16 bombers 
and have more points overall to win. Each 
knocked out “parked” aircraft is worth 5 
VPs. Facilities and runway hexes are nor- 
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mal value as are any airborne aircraft which 
are damaged or destroyed. 


Multi-Player Variant: 

7. Egyptian surprise is deleted. The 
Israelis screwed up and MiGs may be 
scrambled as follows: 

Scrambling aircraft: In the admin. 
phase of each turn, roll to see if any surviv- 
ing MiGs start their engines. A “1, 2, or 3” 
on the die indicates engines started. Place a 
МІС counter on the map where the parked 
MiGs are, facing the runway. Move the 
MiG down the runway one hex per game- 
turn until it reaches flying speed. Flying 
speed is reached when its start speed on a 
turn is >= to its minimum speed. Speed 
increases during take off by .5 for each hex 
entered plus any speed given by accel 
points from its power setting. No decel 
points occur during take off. When at 
flying speed the MiGs are moved normally 
as they are airborne. Take offs are not 
allowed through damaged runway hexes. 
Aircraft on the take off run caught in a hex 
that becomes damaged or which enter a 
damaged hex crash and count as a knocked 
out "parked" aircraft for victory. 

8. MiGs and Mirages are all silver, 
MiGs each have two АА -2a missiles. Conf. 
= CL, Load = 2. 

9. Victory: The side with the most 
points wins except if the IAF fails to dam- 
age the runway intersections. The bomber 
destruction requirements are dropped but 
the runway intersections must still be 
damaged for the Israelis to win. If they get 
more points but don't cut the runways, they 
lose as the Bombers will hit Israeli cities. 


Optional Rule: 

10. Pilots are generated from the 
tables. MiGs start with full internal fuel, 
bingo = 30. Mirages start = 170, bingo = 
120. 


ЕОС--9: BIR GIFGAFA! 
5 JUNE 1967 


Background: As IAF Mirages 
pounded Cairo West, other IAF aircraft 
attacked airfields in the Sinai. The Egyp- 
tians were not always caught napping and 
over Bir Gifgafa, four Israeli Vautour 


bombers were bounced by four MiG-21s. 
The MiGs failed to kill any Vatours but 
gave them some hairy moments before 
breaking off. 

Maps: K Г, 


Aircraft Map Hex Fac. 
Уаш ПА#1 Г 1313 
Уаш. ПА#2 Г 1412 
Уаш. ПА #3 L 1413 
Vaut. ПА #4 Г 1514 
MiG-21F#1 К 0417 
MiG-21F #2 К 0318 
MiG-21F #3 К 0418 
MiG-21F #4 K 0319 


Airfield Facilities: Parked aircraft 
(IL-28 Bombers) x 2; K-1115, 1116. Han- 
gars x 2; K-1015, 1016. Tower x 1, Large 
building x 1; both in K-1317. ZPU-2 
14.5mm AAA x 3 (entrenched); K-1014, 
1318, 1017. 

Game length: 20 game-turns. 


Notes: 

1. Vautour Loads: Sta. 1, 2, 4, 5 = 
one 500 Ib. HE each. Sta. 3 = six 500 Ib. HE 
bombs. 

2. МІС Loads: Sta. 1, 3 = AA-2A 
Atoll each. Sta. 3 = one 600L drop-tank. 

3. The MiGsare silver, Vautours are 
camouflaged, and all begin unspotted. The 
MiGs аге in a CAP orbit and must do EZ 
turns to the right every turn and may not 
change altitude or speed until alerted. They 
become alerted as soon as a Vautour is 
visually spotted, is fired on by AAA or 
makes an air to ground attack. 

4. The IL-28 counters each repre- 
sent 3 aircraft and are put out of action as in 
scenario S-16. 


Optional Rule: 

5. Pilot quality; Vautours = АП К. 
MiGs = R, М, В, N. All average attributes 
except MiG pilot #1 who has excellent con- 
fidence. Уаш. start fuel = 350, bingo = 100. 
МІС start fuel; 1, 2= 130,3,4 = 160; bingo 
— 20 for home field, 60 if they must go 
elsewhere due to bombed runways. 


ox 


22225 


North 


Spd. Conf. Load 

1 50 DT 105 
1 50 DT 105 
1 50 DT 10.5 
1 50 DT 10.5 
10 30 DT 5 


10 30 DT 5 
20 30 DT 5 
20 30- DT 5 


EOG—10/S-17: LIGHT 
WEIGHT TANK BUSTERS! 
5-9 JUNE 1967 (Solitaire) 


Background: While the frontline 
Mirages, Mysteres, and other jets battled 
for air superiority, Israel's CM-170 Magis- 
ter jet trainers went into action in the 
ground support role. At the start of the war, 
it was four Magisters that destroyed a key 
Egyptian radar site allowing strike aircraft 
to reach EAF targets undetected. Slow, 
unarmored and without ejection seats; the 
little trainers dune-hopped about the Sinai 
rocketing and strafing enemy vehicles. 
Though bravely flown by their instructor 
pilots, the price for their зе was high. 19 
Magisters were lost in action. 

Map: 


North 


Egyptian Ground Units: Roll one 
die; 

1,22 EWRx L,ZPU-2 14.5mm AAA 
x 1, entrenchment x 1, all in hex 0908. 

3, 4, 5 = Trucks x 3; 1214, 1215, 
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1216. POL x 1; 1115. ZU-23 23nm AAA 
x 1; 1015. DShK 12.7mm AAA; 1115. 

6, 7, 8 Lt. Armor x 6, two per hexes 
1020, 1121, 1221, 

9, 10 = Med Armor x 3, 1312, 1313, 
1412. Mobile AAA ZPU-4 x 1, 1413. 

IAF Aircraft: Four CM-170, each 
over-loaded with two large RP with small 
rockets; one each on Sta. 1 and 2. Load = 6, 
Conf. = DT. They enter on turn 1 from East 
edge at any allowed speed and altitude. 

Game Length: 15 game-turns. 


Notes: 

1. Victory: To win, the ТАЕ player 
must at least do “D” damage to опе of the 
target units and must have more points over 
all. 

2. Terrain: Treat all urban hexes and 
streams as clear. Treat the wooded areas as 
large clear hills whose printed borders are 
considered ridgelines when entering a 
wooded border hex from a non-wooded 
hex. Hills block lines of sight like wooded, 
urban and ridgelines. 


Multi-player Variant: 

3. Arab aircraft intervene: Choose 
either two MiG-17F cannons only, one 
Hunter cannons only or one MiG-21F with 
cannon and two AA-2A missiles. АП are 
CL configured. Secretly roll one die for 
earliest allowed turn of entry; record and 
reveal to IAF player when aircraft enter. 

4. MiGs are silver, CM-170s and 
Hunter are camouflaged. Arab aircraft 
enter unspotted at speed 5.0 and any alti- 
tude in the LO bank from any map edge 
with the nearest CM-170 spotted (a 
bounce!). 

5. Victory: IAF automatically wins 
if any points are scored against ground 
units and the Arab player fails to damage 
any Magisters with his aircraft, otherwise, 
IAF player must have more points overall. 


Optional Rule: 

6. Pilots; Israeli  V,R,R,R. Arabs = 
R,N. Average attributes and no special 
characteristics. Arab start fuel = .5 internal, 
bingo = .3 internal. CM-170 start = 85, 
bingo = 30. 


ЕОС—11: FITTERS IN 
ACTION! 
6 JUNE 1967 


Background: The fast, supersonic 
Su-7BMK Fitters of the Egyptian air force 
should have posed a threat to Israel, but 
only one squadron had been equipped with 
the big Soviet fighter-bombers at the start 
of the war. They were immediately thrown 
into action, but as their pilots had barely 


Maps: K 


I 


completed training, the results were pre- 
dictably poor. Within days, twelve of the 
fifteen available Fitters had been lost, 
mostly to Mirages, against which the Fit- 
ters, main defense of high speed proved 
useless. 


North 


Ground Units: Israeli Med. Armor x 6, Armor H.Q. x 1, Lt. Armor x 3, M-16 quad, 
12.7mm mobile AAA x 1, M3 twin 20mm mobile AAA x 1; two per hex in any hex of 


megahex L-1513. 


Aircraft Map Hex Fac. 
SU-7BMK #1 K 0415 
SU-7BMK #2 K 0315 
SU-7BMK #3 K 0316 
SU-7BMK #4 К 0217 
SU-7BMK #5 K 0117 
SU-7BMK #6 K 0118 
Mir. 3C #1 L 0618 
Mir. 3C #2 L 0619 
Mir. 3C #3 L 0719 


Game Length: 15 game-turns. 


Notes: 

1. АП aircraft are silver and begin 
unspotted. IAF Mirages may only use nor- 
mal power, do EZ turns and cannot change 
speed or altitude until they spot a FITTER 
or an air to ground attack is made against 
Israeli units. 

2. Fitter Loads: Sta. 2 and 5 = one 
med. RP with med. rockets each; Sta. 3 and 
4 = one 600L drop-tank each. 

3. Mirage Loads: Sta. 2 and 4 = one 
600L drop-tank each; Sta. 3 = one Matra 
530 type А. 


Optional Rule: 

4. Pilot quality; Fitters = 
R,N,N,R,N,N. Mirages = R,R,R. Roll for 
attributes and characteristics. Fuel: Fitter 
start = 300, bingo = 150; Mirage start — 195, 
bingo = 100. 


Alt. 


E 
E 
E 
E 
E 
E 
W 
W 
W 


Spd. Conf. Load 


2 60 DI 12 
2 60 DT 12 
2 60 DT 12 
2 60 DT 12 
2 60 DT 12 
2 60 DT 12 
пп 19 ІЛ 73 
10 50 DT 75 
о 59 DI 375 


EOG—12: AIR RAIDS ОМ 
IRAQ! 
6-7 JUNE 1967 


Background: After dealing with 
Egypt and Syria, Israel turned on Jordan’s 
small air force, wiping out its 22 Hunters in 
an afternoon. The King of Jordan, left with 
14 able-bodied Hunter pilots, sent them on 
a bus to an Iraqi air base, “Hotel-3”, near 
the Jordanian border. Iraq handed some of 
their Hunters over to the Jordanians who 
then actively defended H-3 alongside Iraqi 
MiG-21 pilots. Lacking the benefit of sur- 
prise, the IAF suffered its worst air combat 
losses during raids on H-3. Jordanian pilots 
claimed nine kills; with two Mysteres, a 
Vautour and a Mirage being credited to 
Capt. Ehsan Chourdom alone (thus aveng- 
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ing the death of his friend Lt. Salti; see DF- 
10). Iraqi MiGs also had successes. 


Maps: 
North 


ЕВ 

Ground Units: Hangars x 2; both in 
K-1315. Tower, large building; both in K- 
1316. Small building, POL marker; both in 
K-1317. Parked aircraft; MiG-21 x 2, K- 
1215, K-1216. Bofors 40mm L/60 med. 
AAA x 2, ZPU-1 14.5mm Lt. AAA x 3; all 
entrenched, one each in any hex within 3 
hexes of M-1116. 

IAF Strike Force: Choose one of the 
following: 

a) Four Vautour IIA plus four Mi- 
rage IIIC. 

b) Six Mystere IVA plus three Mi- 
rage IIIC. 

H-3 Defense Force: Four Hunter 


Mk. 6 plus two MiG-21F. 
Game Length: 30 game-turns. 


Notes: 

1. [AF strike force enters on turn one 
from West edge of map L at any allowed 
speed. The Mirages may enter at any alti- 
tude from the LO to the HI band. Others 
enter in the LO band. 

2. Defense aircraft set up as follows: 
Hunters; one per hex in any hex of megahex 
K-1518, facing North, at any altitude in the 
ML band. The MiGs set up in any hex of 
megahex K-0513, facing South, at any al- 
titude in the MH to HI bands. 

3. Mirages and MIGs are silver, all 
other are camouflaged. All begin unspot- 
ted. The defense force is in a CAP orbit and 
is restricted to doing only left EZ turns and 
may not change speed or altitude until an 
IAF aircraft is spotted, detected, or makes 
an air to ground attack. 

4. IAF Loads: Mirages; Sta. 2 and 4 
= one 600L FT each. Sta. 3 = one Matra 530 
type A or B, Conf. = DT, Load - 7. 

Mystere, Vautour Loads: player's 
choice of any combination of the follow- 
ing: HE, incendiary, or napalm type BB 
weapons and/or any RK or RP weapons up 


to the aircraft’s limits, except that the 
Mysteres must carry at least two 450L FTs 
each due to the range. 

5. Hunter Loads; Sta. 2 and 3 = one 
450L FT each, Conf. = 1/2, Load = 5. MiG- 
21F Loads, Sta. 1 and 3 = one AA2A Atoll 
each, Sta. 2 = one 600L FT, Conf. = DT, 
Load - 5. 

6. The parked aircraft counters rep- 
resent 3 MiGs each and are taken out of 
action as in scenario S-16. 


Optional Rules: 

7. Fuel; Mirage start = 200, bingo = 
120, Vautour start = 325, bingo = 240, 
Mystere start = 120, bingo = 80, Hunter 
start = 200, bingo = 30, МІС start = 165, 
bingo = 30. 

8. Pilot quality: Force a); Уашошв = 
R,R,R,N. Mirages = V,R,R,R. Force b); 
Mysteres = V,R,R,R,R,N. Mirages = 
ККК. Defense force; Hunters = R,N,R,R. 
Migs = ВБ. IAF pilots roll for attributes 
and characteristics. Hunter pilot #1 (Capt. 
Chourdom) has excellent confidence and is 
a tactics master. All other Arab pilots roll 
only for attributes. 


EOG—13: FRESCO 
COUNTER ATTACK! 
7 JUNE 1967 


Background: The Egyptian air force 
may have been in ruins after the surprise 
attacks and heavy losses of the first days, 
but its pilots never gave in. Surviving EAF 
jets continued fighting through IAF air 
cover to strike at advancing Israelicolumns 
in the Sinai right up to the last day. Quite 
often, the MiGs and Su-7s took heavy 
losses but on this occasion, two flights of 
Egyptian MiG-17s attacking Israeli armor 
near Bir Gifgafa proved the EAF still had 
claws. Bounced by Mysteres, the MiGs 
fought back sending one down in flames 
without loss to themselves. 

Maps: 


pa North 


Ground Units: Israeli Med. Armor x 6, Lt. Armor x 3, Armor HQ x 1, M-16 quad. 
12.7mm mobile AAA x 2; placed one per road hex of the East-West running road of 


megahexes 1010 and 1015. 


Aircraft Map Hex Fac. 
MiG-17F #1 L 0418 
MiG-17F #2 L 0519 
MiG-17F #3 L 0420 
MiG-17F #4 L 0321 
MiG-17F #5 L 0522 
MiG-17F #6 L 0622 
Myst. [У #1 L 1603 
Myst. IV #2 L 1703 
Myst. IV #3 L 1602 
Myst. IV #4 L 1601 


Game Length: 15 game-turns. 


Notes: 

1. All aircraft are silver, all begin 
unspotted. The MiGs have the ground units 
in sight at start. Mysteres must fly straight 
ahead at normal power without changing 
altitude or facing until the MiGs are spot- 
ted, detected or make a ground attack. 

2. MiG Loads: Sta. 1 and 4 = one 
250L FT each, Sta. 2 and 3 = one med. RP 
with med. rockets each. Mystere Loads = 


Alt. Spd. Conf. Load 

E 5 50 DT 9 
E 5 50 DT 9 
E 6 39 DI 9 
Е 6 50 DT 9 
E 7 50 DT 9 
E 7 50 DT 9 
NW 10 60 12 4 
NW 10 60 12 4 
МУ 10 60 12 4 
NW 10 60 12 4 


Sta. 2 and 3 = опе 4001, ЕТ each. 

3. То win, MiGs must score at least 
12 points of damage against column and 
have more points overall. 


Optional Rule: 

4. Fuel; MiG start = 100, bingo = 50. 
Mystere start = 120, bingo = 80. Pilot 
quality; MiGs = R,N,R,N,R,G. Mysteres = 
ККК, АМ. Attributes and characteristics are 
rolled for. 
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ЕОС--14: ISRAEL'S 
NIGHTMARE! 
JUNE 1967 


Background (Hypothetical): One 
of the Israeli Defense Forces' prime rea- 
sons for pre-emptively going to war was to 
protect the homeland from the Arab build 
up. Israel greatly feared the massive num- 
bers of bombers in both Egypt and Syria 
and the main strategy behind the opening 
airfield raids was to eliminate the Arab 
bomber forces before it could inflict heavy 
damage on Israeli population and indus- 
trial centers. Had the air strikes of the first 
day not been so successful, a large portion 
of the IAF would have been withheld from 
the front to repel bomber raids. This sce- 
nario supposes just such an occurrence. 

Maps: 


А Е 


Israeli Air Defenses: EWR type A x 
1, E-1523, TCM-20 twin 20mm Lt. AAA x 
3, Bofors L/60 Med. AAA x 3;.50 cal. Lt. 
AAA x3, and M-55 quad 12.7mm Lt. AAA 
x 2; anywhere in Map E. . 

Arab Bomber Force: choose either; 

1) Three TU-16 plus three MiG- 
21PFMA. 

2) Six IL-28. 

3) Four IL-28 plus two MiG- 
21PFMA. 

IAF Interceptors: Roll one die; 

1, 2, 3, 4 = Four Mirage ШС. 

5, 6, 7, 8 = Four SMB 2. 

9, 10 = Two Mystere IVA plus two 
Mirage ШС. 

Game Length: 30 game-turns. 


Notes: 
1. All aircraft enter play unspotted. 


North 


Announcing Modern Naval Battles 
Campaign Game! 


Coming this November from 3W will be the first 
Modern Naval Battles Card Game supplement, The 
Campaign Game. It adds another 110 Ship cards, 48 
Action cards, 12 Non-Combatant ship cards, 7 War 
Zone Displays, 100 die cut markers, and an 8-page 
rules booklet. 


The Campaign Game breaks players up into two 
teams, NATO vs. the Warsaw Pact, and pits pairs of 
opponents in their respective 2-player War Zones, 
such as the Persian Gulf, North Atlantic and Mediter- 
ranean. Every four rounds of card play constitutes a 


Campaign Game Turn, where players receive new 
missions like Escort, Raid, Carrier or Submarine 
Strikes, Superiority, Invasions or Holding Actions. 
You must have the basic game of Modern Naval 
Battles Card Game in order to play The Campaign 
Game. 


Reserve your copy now by advanced ordc;, Price 
$25.00 plus 15% postage & handling. 
3W 
P.O. Box F, 


Cambria, CA 93452 
VISA & Mastercard Accepted 


Mirages, MiGs and TU-16s are silver, all 
others are camouflaged. 

2. Bomber force enters from West 
edge of play area at speed 4.0 and altitude 
16. All aircraft must enter from adjacent 
hexes. Interceptors enter from East edge of 
play area at any allowed speed in the ML 
band. Maps are fixed and EAF aircraft may 
only exit safely from the West edge of map 
A. IAF aircraft may exit all others. EAF 
aircraft which exit an unsafe map edge are 
removed from play and take an 8 rating hit 
from other defense forces. 

3. EAF assigned targets are any Is- 
raeli ground units and any built up area 
hexes (Tel Aviv City). 

4. Aircraft Loads: 

MiG-21PFMA = Sta. 1, 5 = 250L FT, 
Sta. 3 = 600L FT, Sta. 2, 4 =АА-2А IRM. 
Conf. = DT, Load = 9. 


TU-16A = bomb-bay = 18 x 1100 Ib. 
HE bombs. Conf. = DT, Load = 23. 

IL-28 = tip-tanks, Sta. 1, 3 = 1100 Ib. 
НЕ, bomb-bay = 4 x 1100 Ib. HE. Conf. = 
DT, Load = 13, 

Mystere IVA = two 4001 FT. Conf. = 
1/2, Load = 4. 

super Mystere = two 600L FT, Conf. 
= 172, Load б. 

Mirage ШС = Sta. 2, 4 = 600L FT, 
Sta. 3 = Matra 530A or B (decide before 
play). Conf. = DT, Load = 7. 


Optional Rule: 

5. Fuel; Tu-16 = unlimited. MiG-21 
start = 200, bingo = 180. IL-28 start = 300, 
bingo = 180. IAF starts = .8 internal plus FT 
fuel, bingo = .3 internal. Crew quality is 
generated from the tables. 


Разе 50 


BattlePlan #9 


World іп Flames (Optional Rules Changes) 


Delete: Rule 7. 
Delete: Rule 10.8. 


Map Corrections: 

А)  TheKielcanalruns along the eastern- 
most hexside of the hex which contains the 
city of Kiel. 

B) The Baltic Sea Zone boundary line 
should be relocated to the line of hexsides 
running due east to west from Sweden to 
Denmark along the northerly hexsides of 
the hex containing the city of Copenhagen. 


4.3.1 Tracing A Supply Path Overseas 
(change) 

A unit may trace supply from a 
coastal hex through sea zones only if that 
unit is a DIV or MAR unit. 

See rule 10.7.4.1 for an explanation 
of the special rules pertaining to supply of 
invading units. 


4.3.2 Port Supply Capacity 

Overseas supply is limited by the 
supply capacity of the ports through which 
it is traced. A major port may supply up to 
eight (8) non-HQ ground and/or air units. A. 
minor port may supply up to four (4) non- 
НО ground and/or air units. 


4.3.2.1 Mulberries 

The U.S. player has available to him 
in the production pool both Mulberry units 
(face-up) beginning with the May/June 
1942 turn. It costs the U.S. player 5 produc- 


Xx 
во 
ж в 
a 
= 
са 


U 
Japan U 
USA U 
Common wealth 
USSR U 
China U 
France 


U 2 1 
U 3 2 
U 5 2 
U 3 1 


о к, оо [а 
U U 3 1 U U 2 3 1 


WORLD IN FLAMES 
Proposed Rules Changes 


Courtesy of John Czeciuk 


tion points to build a Mulberry. A Mulberry 
is immediately available in the Reinforce- 
ment Segment following the Production 
Phase in which it is built. In the land move- 
ment subphase of a clear weather turn, a 
Mulberry may be placed on a coastal hex 
that is within six hexes of an English port. 
A Mulberry is placed in a non-port coastal 
hex which is being invaded or 15 already 
controlled by the Allies. It may immedi- 
ately supply Allied units, up to its capacity, 
which can trace supply to it. The supply 
capacity of a Mulberry is the printed num- 
ber on its face. 

A Mulberry is destroyed if an enemy 
unit occupies the hex in which the Mul- 
berry is placed while no other friendly units 
occupy that hex. 


10.2 Impulses 

The Action Segment is a series of 
alternating impulses in each of the Action 
Phases executed by the major powers in the 
order described in this section. In each 
Action Segment, each major power must 
select one of the following types of impulse 
(but major powers of the same side need not 
choose the same type of impulse): 

i) Naval Impulse 

ii) Naval-Transport Impulse 

ш) Combined Impulse 

iv) Land-Sea Impulse 

v) Land Impulse 

vi) Pass Impulse 


Actions | Actions |Movement| Actions | Bombing | Strike Aircraft |Movement] Attacks 
U 6 2 U u 3 6 3 


EBEN 


TH 
U 
U 
U 


Each type of impulse permits certain 
actions by the major power choosing that 
type of impulse. See the Action Limits 
Table for an explanation of what actions 
are permitted in each type of impulse. 
These limits may differ for each major 
power. These limits may not be exceeded. 

АП minor countries are permitted to 
choose their own impulse unless support- 
ing troops have entered the minor country 
to support that minor against the invasion 
by the other side. Supported minor coun- 
tries must choose the same impulse as that 
chosen by the major power which is sup- 
porting them. If more than one major 
power is giving support then the major 
power with the greatest number of ground 
combat factors is deemed to be the support- 
ing power. 


10.2.2 Initiative Determination 
Initiative is determined separately 
for each country for the three Action Sub- 
phases. A die roll by each major power will 
determine the Initiative Order for that 
major power for all three Action Sub- 
phases. The die roll may be modified by the 
Year of the player turn and the type of 
impulse chosen for that particular Sub- 
phase. The Player with the highest modi- 
fied die roll is first in order to execute 
actions in that Subphase, the player with 
the second highest modified die roll is 
second, etc. Any ties are rerolled, without 
% 


ACTIONS LIMIT 
COMBINED 
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benefit of any modifiers, by the players 
who rolled the tie to determine the order 
only as to themselves. 

In the event that two or more major 
powers which are permitted to cooperate 
follow each other in initiative order with- 
out any enemy power intervening between 
them, then they may elect to move and 
attack together. 

Example: On the European map the 
initiative order in the land subphase is 
Germany/Italy/Russia/France/Britain. 
Germany and Italy may move and then 
conduct joint attacks. Had the order been 
Germany/Russia/Italy/France/Britain, 
then Germany and Italy would not be per- 
mitted to cooperate since Russia intervenes 
in the initiative order. 

Minor countries always follow the 
last Major Power in the Initiative Order. If 
more than one Minor Country may take 
actions on a map then the friendly Major 
Power having the earliest place in the ini- 
tiative order will determine the initiative 
order for such minor countries. 


10.2.2.1. Year Modifier 

The initiative die roll of the Axis 
major powers is modified according to the 
year of play in accordance with the follow- 


ing chart: 

1939 — 43 
1940 — +2 
1941 — +1 
1942 — 0 

1943 — -1 
1944 — -2 
1945 — -3 


10.2.2.2 Impulse Modifier 
The initiative die roll is also modified 


by the type of impulse chosen by a player. 
Naval and Naval-Transport impulses are 
considered to be a Naval impulse. Land- 
Seaand Land impulses are considered to be 
a Land impulse. In the Naval Subphase of 
the Action Phases the initiative die roll is 
modified (in addition to the Year Modifier) 
by the type of impulse chosen: 

Naval +1 

Combined 0 

Land -1 


In the Land Subphase of the Action 
Phase the Initiative die roll is modified (in 
addition to the year modified) by the type of 
impulse chosen: 


Naval -1 
Combined 0 
Land +1 


The only modifier applicable to the 
Strategic Bombardment Subphase is the 
Year Modifier. 


10.3.1 Aircraft Movement (change) 
Aircraft units move from hex to hex 
the same way as land units but also may 
move from hexdot to hexdot. A player must 
announce all air missions at the beginning 
of any Action Subphase. Any opposing 
player may intercept the phasing player’s 
air units anywhere along their route of 
flight. The intercepting player may inter- 
cept the phasing player’s aircraft units as 
many times as he wishes up to and includ- 
ing the target hex. No intercepts are permit- 
tedon the return from the target hex to base. 


10.3.1.1 Increased U.S. Fighter Range 
Beginning with the March/April 
1944 turn, the range of U.S. fighters is 


increased to 12. 


10.5.5 Naval Combat (change) 

After all naval movements and inter- 
ceptions have been completed in an im- 
pulse, naval combats are resolved. In each 
sea area in which both sides have aircraft 
units and/or surface naval units, a naval 
combat may occur provided that the units 
were not involved in the surface naval 
interception combat in that sea area. If such 
is not the case, no combat search dice rolls 
are made. Neutral units cannot activate a 
combat and are ignored for all purposes. 


10.6.1 Strategic Bombing (change) 

The number result achieved on the 
Strategic Bombardment Table represents 
the maximum losses inflicted on the defen- 
der. The loss is applied to the number of 
resource points and/or the number of pro- 
duction points (number of factories in the 
hex multiplied by the owner's then current 
production multiple) in the hex. The at- 
tacker determines how he wishes to allo- 
cate the losses among resource or produc- 
tion points. 


10.7.3.3 Terrain (change) 

Movement across an all-sea hexside 
by a DIV or MAR unit is considered to be 
an invasion if the hex being moved into 15 
an enemy controlled hex. The invading 
DIV or MAR units must successfully de- 
feat the notional unit or clear the hex of any 
other enemy units before they are permit- 
ted to move into the target hex. 


10.7.4.1 Invasion Supply 
АП units which conduct an invasion 
are considered to be in supply for the re- 


TABLE 
LAND—SEA Land 
Movement} Drops Action | Strikes [Movement] Attacks | Strikes исгай |Movement| Attacks [Movement] Drops 
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mainder of the turn during which they 
invaded, so long as they are able to trace a 
supply line to a hex which was invaded 
during that same turn. 


10.7.5.1.1 First Winter Combat Effects 

During the first winter of the invasion 
of Russia the following effects are applied 
to all Axis units except the Finnish units. 
The Finnish units lose this benefit if they 
make any attacks in cooperation with other 
Axis units. 

In all areas experiencing Winter 
weather, the Axis suffers a -1 to all attack 
die rolls. In all areas experiencing Severe 
Winter weather, the Axis suffers both a -1 
to the attack die roll and an additional 
column shift to the left. These effects are in 
addition to the effects required by the 
Weather Effects Table. 


15.1.3 Straits and Passages 

The only way for ships to travel be- 
tween certain pairs of sea zones on the map 
is to move through straits or passages. 
Straits are indicated by the red arrows, 
passages are routes through coastal hexes. 
When a moving player's side does not 
control both sides of a strait, or one side of 
a passage, then the moving player's ships 
must “force the strait or passage." 


| 0 | 2R/— | 1к/— 
га | UR | Ml | 
га Lll | И 
6 | к | —R | 
BN. хаж 
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15.14 Forcing a Strait or Passage 

Forcing a strait or passage is treated 
as interception combat. That is, it is fought 
in one round during the movement portion 
of the naval subphase, and one round dur- 
ing the return to base phase. In effect, the 
interception always succeeds. There is no 
surprise on either side. The non-phasing 
player may fight with any face-up ships 
that have not moved (1.е. not at sea) within 
a number of hexes (NOT sea zones) equal 
to their movement factor of the strait or 
passage being forced. The intercepting 
ships return to base after combat and are not 
considered to have moved (i.e. not turned 
face down) and may move normally during 
a subsequent naval subphase. 

Likewise, face-up aircraft units of the 
non-phasing player within range of the 
strait or passage that is being forced, and 
which are NOT in a sea zone, may conduct 
a naval air attack against the forcing units. 
Neither side is surprised. The intercepting 
planes are considered to have flown, how- 
ever, and are turned face down after they 
return to base. Air to air escort and inter- 
ception are permitted in accordance with 
the usual procedure. 

The Attacker decides which type of 
combat to undertake first (air or surface) 
and, after its conclusion, whether or not to 
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undertake the other type as well. 

Forcing a passage or strait against a 
neutral must be preceded by a declaration 
of war. 


15.1.5 Еогігеѕѕеѕ and Mines 
Certain straits and passages are espe- 

cially vulnerable to being mined, or are 
within range of well protected heavy guns. 
Accordingly, the following straits and 
passages have an intrinsic combat factor 
which can be used by the side in possession 
of either side of the strait or passage during 
a surface combat: 

Gilbraltar — Erif Strait 20 

Copenhagen — West Passage 20 

Copenhagen — East Passage 20 

Singapore — South Passage 20 


23.2.2 Closing Factories 

A player may close any factory he 
controls by placing a Closed Factory 
marker in the hex containing the factory to 
be closed in the Production Phase of the 
End of Turn Segment. A closed factory 15 
unaffected by strategic bombing. A closed 
factory may not be used to generate any 
production points. A closed factory may be 
reopened at any subsequent Production 
Phase by having the Closed Factory marker 
removed by the controlling player. 

25.2 Victory Con- 
ditions Chart 
(change) 

Both sides $е- 
cretly choose their 
objective groups at 
the end of the Reor- 
ganization Phase of 
the turn that the U.S. 
player enters the war. 
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The Mediterranean Option 
An AXIS & ALLIES Variant 


Courtesy of The Canadian Wargaming Journal. See their ad this issue. 


Both the old Nova and the new Mil- 
ton-Bradley version of Axis and Allies are 
good games — relatively short and fun to 
play. The main problem is play balance — 

the Axis are a long ways from having an 
even chance. This is due to the Allies hav- 
ing an economic advantage which is long- 
term decisive. The Axis are generally 
unable to bring their initially superior 
concentration of force to bear in time. The 
Soviet Union can almost always hold the 
Germans at bay and sometimes defeat them 
with very little Allied help. North Africa is 
little more than a mop-up for the British 
after building a factory in Persia. 

This variant is designed to change the 
onus from the Axis to the Allies. It allows 
the Axis to get good initial pressure on both 
the Soviet Union and the British. The USA 
can no longer afford to sit back and wait 
until it gathers overwhelming strength — it 
must act quickly enough to prevent British 
or Russian defeat or possibly an Axis eco- 
nomic victory. I haven't played it enough 
to get good statistics on play balance, but 
the variant plays faster than the older ver- 
sions, is no more complex and seems to be 
close to 50-50 on balance. Also, luck is not 
so much a factor because there are more 
smaller battles instead of a few big ones. 

Overall, it allows players a greater 
variety of potentially successful strategies 
than in the older versions of the game. 

The changes and additions to the 
rules are as follows. I am assuming owner- 
ship of the Milton-Bradley version, but 
owners of the Nova version can still imple- 
ment them with some modifications. 


Stacking and Movement 

1. Stacking Limits: Change the stacking 
limits to eight land and/or air units per land 
area but leave it unlimited in sea areas. 
Areas with units overstacked (due to re- 
treats) must be corrected before combat on 
the player's next turn. Excess units are lost 
(owner's choice). 

2. Units have a movement allowance 


By Norm Zinkhan 


before and after combat (see chart). 

3. Опсе land or air unit may move stra- 
tegically (instead of after combat) any 
number of contiguous land areas, including 
one just captured in combat. 

4. Аш units may not land in an area 
owned before combat (except on a rebase 
or strategic move, and then they must not 
have moved before combat). 

5. Ships are deemed to move before air, 
hence carriers may move, then fighters on 
board may fly missions from the new loca- 
tion. 


UNIT 
VALUE 


1 
2 
2 
2 
2 
2 
2 
2 


ж Rebases @ 4 
жж Rebases @ 6 


Combat 

1. There is now only one round of 
combat. АП battles must be predesignated. 
Note that units have revised combat capa- 
bilities. 

2.  SeaBattles: Attacker moves into area 
but must retreat if any defending units are 
left in the sea area after combat. Naval 
combat is simultaneous, as before. Prior to 
naval combat, a player must pre-specify 
each aircraft that will shoot at subs. If they 
do, their attack value is reduced by 2. 


COMBAT LOSS CHOICE 
Combat | Combat 
2/2 = Д 


Inf; Arm; Air 

Inf or Arm; Air 
Any 

Any 

BB; Any 
CV;BB; Any 
Any Ship 

Tr; CV; BB; Air 
Inf; Arm; Air 
Abortson a 1 or 6 


# Note specia! carrier rule р. 15 of rule book 


NOTES 


ANY — die roller's choice of Inf, Arm, Naval (any ship) or Air loss 


Air loss — Losers choice of Ftr or Bmb 


Die roller has choice of loss type; loser has choice of specific unit 
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Excess hits can still be applied to other 
targets. Shore Bombardment occurs before 
defensive land fire. 

3. Land Battles: Units attack from adja- 
cent areas, following pre-combat move- 
ment. There is no advance after combat, but 
there is movement following combat. The 
defender fires all of his units first, extracts 
casualties and then the attacker fires. 

4. Institute a retreat on a die roll of 6, 
with the following effects: 

Defender: retreat into open area or 
area containing a friendly alliance unit, but 
not an area where a battle has been desig- 
nated. 

Attacker: unit may not move after 
combat. 

Naval unit: retreat into an adjacent 
area not containing an enemy unit and an 
area the attacker did not enter from. 

5. Kills/Retreats are rolled by type: 
First all air units roll with losses and re- 
treats extracted; then Naval, Arm and Inf in 
that order. 

6. Heavy bombers only get two die 
rolls. 


7. FLAK: Roll once per air unit: a 1 or 6 
retreats the air unit to a base. Flak only 
applies to air units attacking an area in 
combat. 

8. Air units must "fly into" the area 
under attack; they do not attack from adja- 
cent. 


Builds 

1. Lost battleships, carriers, subs and 
transports are rebuild at half cost. Be sure to 
keep track of these losses. 

2. Factories cannot be built. 

3. Each player may designate one of his 
original territories as a "Secondary Pro- 
duction Site". He may place two units of 
production of Inf, Arm or naval REbuilds 
each turn at this site. The site may be 
designated at the end of any turn (ie. after 
production). The site is immobile once 
designated and cannot be used by other 
players. If lost, it resumes production on 
the turn following recapture. 

4. Fighters can be built on or with carri- 
ers that are adjacent to a production center. 


5.  Aplayer may place up to one Inf unit 
of production per initially owned territory 
held at the start of the current turn (in 
addition to 3). 

6. Ifa player builds more than he can 
place, the excess units are lost. 


Special 

1. The USSR or Japan must pay 5 IPC 

for a declaration of war on the other. Only 

the first one to do this needs to pay. 

2. Each neutral has one Infantry unit as 

a garrison. It may not move. 

3.  TheUSSR may not stack in the same 

land area as the US or UK and vice-versa. 
They may not enter land areas owned 

or originally owned by the other, until at 

some point that player has no units remain- 

ing on the map. 

4. If your capital is lost, you have one 

turn to recapture it. If you fail to do so, you 

must give your opponent half your IPC's 

after collection of that turns IPC's. This 

occurs each time your capital is lost and 

you fail to recapture. 

5. Omit the CinC rules. 


"Recommended Reading" — F&M Staff 


Canadian Wargamers Journal 


This excellent little (8.5" x 7") magazine is always full of reviews, variants and 
strategy articles for board, computer and miniature wargames, with a Canadian emphasis, but 
useful to all gamers. A must for any grognard worth his salt. 


The price is $10.50 (U.S. funds for non-Canadians) for six-issues, bi-monthly 
subscription. (U.S. postage paid). 


Send checks to: 


The Canadian Wargamer's Group 


207 Pernard Drive N.W. 
Calgary, Alberta 
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Combat Calendar for the Canadian 4th Armoured Division 


“PATTON’S BEST” 


This article is provided through the courtesy of The Canadian Wargamer’s Journal. See their ad this issue for details on receiving this 


fine publication. 


The Canadian 4th Armoured Divi- 
sion, while not even the most famous 
Canadian Division of the Second World 
War, has none-the-less a very interesting 
history. Having arrived in France after D- 
Day, the Division was first used in the stiff 
fighting around Falaise to try and close the 
pocket from the North while Patton and his 


> 


100 0 100 200 = 
кя ка — жа к ышы Ц2-... 

Liverpool MILES „© 
(9 Manchester | 4 
р NORTH 2 

ENGLAND 
SEA дө, 
© Birmingham Q2 
Z 
% 
or av sG > е 
а Í z 
© Bristol у < 
> LONDON és a Bremen Oy 
> ста. 
"anuo а THE HAGU QM < 
3 Worthing -No iquam er | c 
E C 15 esu Dunkirk 4 i 

NGLISH LI 
4% 
CHANNEL P? 4 7. - 
Cherbourg Y % 
„Мы ЕЕМАМУ © 
[ө Науге “рр 

Rouen Amiens O | кіз 
[=ч 


American "Operation Cobra" forces 
pressed in from the south. During the 
breakout, they rushed along the coast de- 
stroying pockets of resistance and captur- 
ing much needed ports. The most important 
port for the Allied advance, Antwerp, was 
captured by the British while the 4th at- 
tacked on the left flank over the Leopold 


Canal. The next step was the crossing of the 
Rhine and a thrust into Germany. The 4th’s 
last major action was the mop-up of the 
Netherlands. 

The 4th fought almost continuously 
for 10 months in Europe and, we feel, their 
Campaign is a challenge to any gamer. 


NORTH-WEST EUROPE 


1939 - 1945 
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Month Day Situation NOTES 
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Arrive in 
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Tilly 

Cintheaux 

Point 195 

28 ARM Reg des! 
Quesnay 


Laison Valley 
Versainville 


Couliboeuf 


Chambois 


Le Newbourg 
Criquebeuf 


Elbeuf — 
crossing the Seine 


Buchy 


Point Remy 


St. Omar 


Ghent Canal 
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Channel Ports 
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Braakman Inlet 
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10 


10 


10 


10 


2 


3 


A/3/L 


Regroup and 
Mop-up 
Regroup and 
Mop-up 
Regroup and 
Mop-up 
Braakman Inlet 


Brecht 


Stoolburg 


Esschen 


Beveland Canal 


Wouwsche 
Bergen op Zoom 


Steebergen 


occupied 
Steebergn 
Zijpe 


cleared zone of 
responsibility, 
placed in army 
reserve 


Kapelsche Veer 


Operation 
Elephant 


Month Day Situation 


1 30 B/5/L 
Refit 
2 26 B/4/M 
2 27 В/5/М 
J 28 В/7/Н 
3 1 B/3/M 
3 2 В/7/Н 
3 3 B/7/H 
Refit 
3 6 B/6/M 
3 7 B/7/H 
3 8 B/7/H 
3 9 B/8/H 
3 10 B/8/H 
Refit 
4 1 B/5/L 
4 2 B/6/M 
4 3 A/5/L 
4 4 А/5Л, 
4 5 A/5/L 
4 6. A/S/L 
4 7 A/6/L 
4 8 A/6/L 
4 9 A/6/L 
4 10 А/5Л, 
4 11 AJSIL 
4 12 A/5/L 
4 13 A/6/M 
4 14 A/6/M 
4 15 A/2/L 
4 16 A/2/L 
4 17 B/6/M 
4 18 С/5/М 
4 19 А/5/М 
4 20 А/5/М 
4 21 А/5Л, 
4 22 A/5/L 
4 23 А/5/М 
4 24 А/5/М 
4 25 A/5/L 
4 26 A/6/L 
4 27 А/5/М 
4 28 А/6/М 
4 29 А/5/М 
4 30 А/5/М 
5 1 А/З/Т, 
5 2 A/5/L 
5 3 A/2/L 
5 4 A/2/L 


NOTES 
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mop-up 
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Oldenburg 


Edewecht 


Querenstede 


Bad 
Zwischewahn 


Oldenburg 


4th Armoured Division was “‘detanked” on June 
30th, 1945: Disbanded December 27 1945. 
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More 
AIRLAND BATTLES 


By James E. Meldrum 


One new feature that is beginning to 
show upin recent NATO-Soviet wargames 
is the U.S. Army’s new Air Land Battle 
doctrine. Omega Games’ new AirLand 
Battle game is perhaps the first such game 
to examine how the new US Army battle 
doctrine works. This change in tactics 
helps to produce a game which plays differ- 
ently than most other contemporary war- 
games that still simulate the Army’s “ас- 
tive defense” doctrine of the 1970s (which 
emphasized that U.S. and NATO forces 
should meet advancing Soviet forces, force 
them to deploy, and then retreat after the 
Soviet forces are weakened). When Soviet 
forces were sufficiently weakened, mas- 
sive counterattacks would be launched that 
would result in the destruction of the invad- 
ing forces. AirLand Battle simulates tactics 
(by the same name) that would utilize air- 
borne units together with deep air and artil- 
lery strikes that would enable NATO 
forces to defend forward areas without 
retreating and, at the same time, prevent 
Soviet second echelon forces from enter- 
ing the battle. i 

The most commonly encountered 
Soviet forces in AirLand Battle are Soviet 
Armies (actually corps sized formations) 
composed of tank and mechanized rifle 
units. Resisting these formations is a U.S. 
corps composed of armored and mecha- 
nized infantry together with its supporting 
formations. Granted, this is the kind of 
situation that is most likely to occur in a 
future conflict, but there are other kinds of 
units that are not included in the game that 
would also be used as part of the AirLand 
Battle plan as well. 

The objective of this variant is to ex- 
periment with different U.S. Army forma- 
tions and examine how they would fit into 
the AirLand Battle concept. Obviously, 
there are other units that could be used 
besides the usual armored and mechanized 
divisions; these units include the new light 
infantry divisions, airmobile divisions like 
the 101st Air Assault Division, and a tri- 
cap division. 


АП of these units are extra and must 
be made by the players. Each of the units in 
the variant U.S. divisions presented in this 
article uses the same strengths and factors 
as the regular units given on the Unit Status 
Charts. These units are either substituted 
into the regular scenarios or are used as 
reinforcements in some of the regular sce- 
narios in place of the armored and mecha- 
nized divisions that would normally be 
used. Unless otherwise mentioned, all 
game rules and scenario special rules are in 
effect, 

The first variant unit to be used is 
Infantry Division “X”. This division is 
intended to represent one of the new light 
infantry divisions. It consists of two (2) 
lightinfantry brigades, one (1) mechanized 
infantry brigade, an attack helicopter unit 
(as found in an armored division), and a 
"DivArty" and DivHq” unit. All artillery is 
considered to be towed. 

Another division which could par- 
ticipate in an AirLand Battle like that simu- 
lated in the game is an airmobile division 
that will be called Airmobile Division ^Y". 
This division is intended to represent the 
US Army's 10154 Air Assault Division and 
consists of: three (3) light infantry bri- 
gades, one (1) cavalry unit, and one attack 
helicopter unit (like that found in an ar- 
mored division), and one (1) each of trans- 
port helicopter, “DivArty”, and “DivHQ” 
units. Players should attach up to three 
transport helicopter units to this formation. 
All artillery is considered to be towed. 

The last kind of division to be intro- 
duced is the “Tri-Cap” Division, to be 
known as tri-cap division “Т”, The tri-cap 
division is included in this variant as an 
experiment. Historically, the tri-cap con- 
cept was abandoned by the Army in the mid 
1970s. The U.S. Army believed that such a 
unit was too specialized since it could only 
really be used for counterattacks, could not 
hold ground, and was too prone to attrition. 
Including this unit as a variant unit gives 
players a chance to see how a tri-cap divi- 
sion would fare in battle, and a chance to 
see if the U.S. Army made a wise decision. 

Historically, a tri-cap division was 
supposed to consist of one of each of the 
following units: light infantry brigade, 
armored brigade, attack helicopter brigade 
(like that used as a corps unit), MLRS unit, 


“DivArty,” “DivHg,” and two (2) transport 
helicopter units. All artillery except the 
MLRS is towed. 

When using a tri-cap division in any 
scenario, the U.S. player must bring the 
units of this division onto the map in a 
certain order. First, the attack helicopter 
and transport helicopter units carrying the 
infantry brigade and “DivHq” must enter 
the map from a designated map edge. Then, 
2 turns later, all remaining units must enter 
play from the same map edge that the initial 
units entered from. As an example, if the 
first group of tri-cap units entered on turn 1, 
the second group of units would enter on 
turn 3. 


The variant U.S. units in this article 
are intended to be either substituted into, or 
added to the scenarios in AirLand Battle. 
Perhaps the most obvious scenario that 
these units could be used in is the introduc- 
tory scenario, where one of these units may 
be substituted in place of U.S. division 
“А”, 

Іп the main effort scenario the U.S. 
player has the option of substituting one 
unit of his choice for either division “А” or 
“М”. As a further option, both divisions 
“А” and “М” could be replaced with two 
variant units of the U.S. player's choice. 
Once such possible scenario could have 
divisions “A” and "M" replaced by both the 
airmobile and tri-cap divisions to examine 
how U.S. airborne forces might be able to 
do against an advancing Soviet Army. This 
situation could also be played in the secon- 
dary and/or supporting effort scenarios. 

Another possibility for the main ef- 
fort scenario is to use one of the U.S. units 
presented in this article as a reinforcement 
arriving on any turn starting with game turn 
7. When playing this particular variant, the 
Soviet force oriented victory conditions 
should be reduced by one to keep game 
balance. 

For the secondary and supporting 
effort scenarios, try substituting any one 
division given in this article for either divi- 
sion “А” or “М”, as in the main effort 
scenario. Another possibility is to substi- 
tute variant units for either one of the U.S. 
divisions arriving as reinforcements. If this 
is done, reduce the force oriented victory 
conditions for the Soviets in order to main- 
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tain game balance. 

When playing the counterattack sce- 
nario, the U.S. player may either substitute 
units for divisions "A", "M", or “К”. 
Another possibility is to substitute one 
variant unit for Division "P" arriving as a 
reinforcement. The U.S. player also has the 
option of adding one variant division per 
day on days 3-7. The U.S. player decides 
which units will enter play on which days. 
When this is done, all Soviet reinforce- 
ments enter play one turn earlier than indi- 
cated for each U.S. unit that is added as a 
reinforcement. In addition, the Soviet force 
oriented victory conditions are reduced to 
maintain play balance. The counterattack 
scenario provides an excellent experimen- 
tal vehicle with which to determine how a 
tri-cap division might perform in its in- 
tended mission. 


First came solitaire, then face to face, 
followed by playing by phone and of 
course by mail. Now comes "PBV" — 
playing by video. No, I’m not talking about 
Space Invaders or computer gaming, but 
our favorite board wargames. 

With the falling prices of video re- 
cording equipment, most gamers have 
VCRs and an increasing number of them 
have video cameras. With this equipment it 
is possible to play “ЕТЕ”. 

Think of it. You'll be able to watch 
your opponent blunder into your mind 
fields on your own T.V. No more lengthy 
written moves. Just focus your camera on 
the board. Move your counters and talk 
through your move as you make it. You can 
even ramble on about your strategy (where 
in a conventional PBM game you would 


Revolts in the East, Play by Video 


More 
REVOLTS IN THE 
EAST 


by James E. Meldrum 


Revolt in the East is the old (1976) 
S&T game simulating a large scale hypo- 
thetical revolt by the countries of the So- 
viet-dominated Warsaw Pact in the 1970's. 
Given the amount of time that has passed 
since this game was published, several 
additional variants may be played. 

Players should make two extra units 
that will greatly increase the enjoyment of 
this vintage game. The first of these units is 
a NATO airborne unit with a strength of '3' 
and a range of 20. This unit represents the 
U.S. 82nd and 101st Airborne divisions 
plus Ranger and Green Beret units. This 
unit arrives as a reinforcement on turn two 
in all scenarios. The other unit is a Soviet 
marine unit with a combat factor of '5' 
which may move up to four hexes on the 


Playing By Video 
By Bob Safin 


get writer’s cramps after a second page!) 

Video propaganda in your living 
room is also a possibility. Don your fur hat 
and bellow into the camera, extolling the 
courageous virtues of your cardboard 
Russians. Or if things get really bad, plead 
for mercy into the camera. Real tears work 
best. 

The social aspect of gaming comes to 
the front with video. You get to see what the 
other guy looks like, sounds like, and has 
spilled down the front of his shirt. You can 
show off your wife, the baby, your new car, 
and your neighbor's wife. 

You can add more realism to your 
gaming contests with video. Practice those 
sound effects! The whine of diving Stukas, 
the rattle of machine guns, and the ever 
popular “ping-ping” of sonar off your sub's 
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turn on which it lands. The Soviet marines 
may only be used on the Bulgarian or 
Soviet coasts, or anywhere on the North 
Sea/Baltic Sea coasts, but not both. If this 
unit lands in Turkey or anywhere on the 
North Sea coast, NATO will immediately 
enter the game. This unit always arrives on 
turn two as a reinforcement. 


For variants, try playing the Hungar- 
ian Revolt scenario (14.4) with the NATO 
airbome unit starting play in hex 1714. 
During the Czech Revolt of 1968, the 
Soviets anticipated meeting invading 
NATO forces. Try playing scenario 14.3 
and having the NATO airborne unit begin 
play in hex 2510 to see how the Soviets 
would have reacted. The NATO player is 
free to intervene and enter any country he 
wishes on turn one. 

The unrest in Poland since the early 
1980’s could easily develop into a full 
fledged revolt under the right conditions. 
To explore this possibility, play scenario 
14.1 with Poland in a state of revolt at the 
start of the game. 


hull can all be babbled into the camera. 

Sure, it’s more expensive to mail a 
video tape than a first class letter. But you 
won’t have to buy a paper every day to 
check stocks for your dice rolls. Just focus 
the camera, announcesthe attack and roll 
the dice. Just make sure the dice land within 
the camera's field of view. Watching the 
flight of a die as it bounces off the table 
down onto the floor can cause vertigo! 

At the end of the game you will have 
a "series replay" on tape to study and bore 
non-gamers with. 

So find a rich friend with a video 
camera in a compatible format and get 
started. Just make sure your hair is 
combed! 
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Моге 
OIL WARS 


By James E. Meldrum 


With the past Iran-Iraq War and 
continued unrest in the Persian Gulf area, 
there is always the possibility of a super- 
power confrontation in this area. SPI's Oil 
War game may be used to provide a simple 
method of determining how such a conflict 
may be conducted if the U.S. joins in the 
hostilities orif the Russians intervene in the 
Persian Gulf. 

11.4) Scenario Four 
11.41) Historical Notes: 

In this scenario the United States 
conducts a punitive rate against Iran for 
either taking hostages or interfering with 
shipping in the Persian Gulf. 

11.42) Initial Deployment: 
Arab/Iranian Player: 

In Пап: 2 m, 4 a, 11,2 F5, 2 F4, 1 F14 
U.S. Player: 

In the Gulf of Oman: 1 US F4, 1 US Аб, 1 
US А7 

In Germany: 3 US al, 2US i, 1 US m, 1 US 
а, 6 US F4, 2 US F111 

11.43) Special Rules: 

The Iranian player is allowed to use 
one of the US F14 units to simulate the use 
of that aircraft by Iran and is based at 
Ahvaz. The Iranian player receives rein- 
forcements from the reinforcement tract as 
in the regular scenarios. In this scenario, 
the Iranian player may not move any unit 
beyond the border of Iran. If forced to do 
so, the units in question are eliminated 
immediately. 

The U.S. player may not use the F111 
aircraft on the first game turn. The U.S. 
player receives reinforcements as in sce- 
narios one or two, but only the reinforce- 
ment units from turn 2, 5,6, and 7 may be 
used. U.S. units may base only in Bahrain, 
Qatar, or Dhahran (hex 1521 only). Any 
unit forced to move outside the borders of 
these three countries or out of Iran is elimi- 
nated immediately. The U.S. player re- 
ceives ATPs as in scenario two. The SAM 
sites in hexes 1521 and 1823 are assumed to 
belong to the U.S. player in this scenario 
and is used according torule 7.5. A port hex 
exists in hex 1610 (Kharg Island) and be- 
longs to the Iranian player. 


Oil Wars 


Victory 1s decided on which player 
holds the largest number of oil facilities 
and port hexes inside Iran. In order for the 
0.5. player to win he must hold at least one 
port hex. The U.S. player is the first player 
in this scenario. 


Russians in the Middle East 

In any conflict in the Middle East 
there is always the possibility that the 
Russians may be involved, especially if 
U.S. military forces are present. The fol- 
lowing rules and scenarios are intended to 
introduce Russian forces to Oil War. Soviet 
forces are made from appropriate colored 
blank counters. 

When Soviet units are used they 
always appear in an off map “Caucasus 
box”. Soviet MiG 23 and Tu-16 aircraft 
may operate from the Caucasus; all others 
must transfer to the map. 


Soviet Unit Strengths: 

Air Landing Regiment: 6 

Mechanized Rifle Regiment: 8 

Infantry Brigade: 7 

Armored Regiment: 9 

Tu-16 (Badger) bomber: 1/8/U 
When Soviet units are used they always use 
the same number of ATPs as for the U.S. in 
scenario one. Soviet units expend the same 
number of ATPs as U.S. units except that 
all Migs cost 6 ATPs and SU7s cost 8 
ATPs. 


11.5) Scenario Five 
11.51) Historical Notes: 

This scenario is intended to simulate 
Superpower intervention in an Ігад/гап 
War. (Note that the Soviets have already 
intervened). 

11.52) Initial Deployments: 

Deploy all forces for both sides as in 
scenario one expect that no EEC units are 
used. 

Soviet Units in Caucasus: 31,3 SU7, 4 МІС 
21,IM,2 A. 

Soviet Units in ungarrisoned airfield hexes 
in Iraq, Kuwait, Saudi Arabia, Qatar: 3 АГ, 
2 MiG 23,3 SU7 

11.53) Special Rules: 

Each time the Soviet units attempt to 
transfer to the map the U.S. player rolls a 
die; on a roll of 1-3 the unit is not affected; 
on a roll of 4-6 the unit must return to the 
Caucasus. When the U.S. player attempts 
to transfer units to the map they are affected 
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on the same die rolls. 

Soviet units may appear at any un- 
garrisoned Arab airfield in Iraq, Kuwait, 
Saudi Arabia, and Qatar. U.A. units may 
appear at airfields in Kuwait, Saudi Arabia, 
Qatar, and Bahrain. 


11.54)  Reinforcements: 
Turn Two: Iraq: 1 MiG 21 
U.S.: one each F14, USSR: 1MiG23 
A6, A7 
Iran: one F5, one m Turn Five: 
Iraq: one SU7 U.S.: 1 A7 
USSR: 2 MiG 21 Iran: 11 
Iraq: 1 MiG 21 
Turn Three: USSR: 2 SU7 
US: 2.А7 
Iran: 1 F4, 1а Turn Six: 
Iraq: 1 SU7 2,54 3 al 
USSR: 2 Tul6 Iran: 1 i 
Iraq: 1 MiG 23 
Turn Four: USSR: 2 al 
U.S.: 1 each F14, A6, 
A7 Turn Seven: 
Iran: Та, 11 U.S.: 1 A7 
USSR: 1 al 


11.6 Scenario Six 
11.61) Historical Notes: 

This scenario represents a hypotheti- 
cal Persian Gulf War where most of the 
Arab states have declared war on Iran. Iran, 
however, is doing rather well. The Soviets 
react by sending a task force to bail out Iraq 
(and keep the U.S. oil-poor). The U.S. 
mounts a counter-invasion to guard its in- 
terests in the Persian Gulf. 

11.62) Initial Deployments: 

Use the same deployments as in sce- 
nario 11.5. Arabs set up first and must set 
up at least one Iranian unit each in hexes 
0706, 0707, 0708 (occupied Iraq). All other 
Arabian units set up in their home coun- 
tries. 

Soviet units in the Caucasus include: 3 al, 
31, 1 m, 2 a, 4 MiG 21, 2 MiG 23, 5 $07, 
1 Tul6. 

U.S. units set up as in scenario 11.5 except 
that all ground and air force units set up in 
Germany. 

11.63) Special Rules: 

U.S. player is the first player. Israelis 
not in play in this scenario. Both sides use 
ATPs from scenario one. Use the same 
reinforcement schedule from scenario 11.5 
except that neither Iran nor Iraq receives 
reinforcements on turn 2 or 3. 

Both the U.S. and USSR players may 
use the special rule from scenario 11.5 for 
intercepting each other's reinforcements. 
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Combat Lancer 
A Campaign Game for 
ROLLING THUNDER 


By James E. Meldrum 


Operation Combat Lancer was the 
operational debut of the USAF's F-111 
fighter-bomber which took place in March, 
1968. This operation may be simulated as a 
short campaign game using Group Three 
Games' Rolling Thunder as an experimen- 
tal vehicle. Unless otherwise noted, all 
rules from Rolling Thunder are in effect. 
(In any situation where the variant material 
presented in this article conflicts with the 
game rules, the game rules will take prior- 
ity in resolving the dispute.) This scenario 
is conducted in the same manner as the 
campaign scenario included in the original 
game. 


Campaign Game: 
Operation Combat Lancer 
Background: 

In March, 1968 detachment 1 of the 
428th TFS, 464 TFW flew six F-111 
fighter bombers to Takhli RTAFB in Thai- 
land. These aircraft were the units partici- 
pating in Operation Combat Lancer, whose 
objective was to demonstrate and evaluate 
the F-111’s performance in combat. 

According to the United States me- 
dia, this operation turned out to be a mili- 
tary disaster since three of the six partici- 
pating aircraft were lost. Investigations 
later revealed that the F-111 had been 
rushed into production and combat before 
it had been fully tested. Examination of the 
F-111 wreckage revealed that the crashes 
were caused by the failure of a weld in the 
tailplane. 

During Operation Combat Lancer, F- 
111 aircraft were assigned to missions 
against targets located in the Route Pack- 
age Five area which included northwest 
and west central North Viet Nam. All 
missions were conducted at night, without 
escort, and were designed to see what the F- 
111 could do on its own. 

Unfair criticism from the media drew 
plenty of unfavorable attention to the F- 
111 which obscured the fact that this air- 
craft was, once manufacturing defects 
were corrected, an outstanding combat 


Combat Lancer 


aircraft. 


Potential Targets: 


Die Victory 
Roll Points Objective 
1-2 10/12 Yen Bai airfield/ 
ammo depot 
3 6 Tien Cuong RR 
yard 
4-5 6 Phu Tho bridge 
6 12 Viet Tri power 
plant 
4 10 Ho Гас airfield 
8 8 Xuan Mai army 
base 
9 10 Don Suong airfield 
10 10 Bai Thuong airfield 
Restrictions: 


1) No USAF aircraft may enter op hexes 
adjacent to the Chinese border. 
2) USAF aircraft may not attack guns, 
missiles, launchers, or radars located in 
populated tac hexes. 

Note: The weather option must be used. 


USAF Forces: 

Six F-111 aircraft 

Note: Only four F-111 counters are pro- 
vided in the game, so players will be forced 
to use two F-4 counters. When the USAF 
player loses an aircraft, remove one of the 
F-4 counters until the only U.S. aircraft 
being used in the game are F-111s. 


USAF Aircraft Armament: 

F-111 : 6 cannon burst; 4 Sidewinder 
AAMs; 4 Sparrow AAMs; 12 x 75016 
bombs; or 2 LGBs or 4 Bullpup ASMs. 
Note: F-111s may always be armed with a 
cannon. 

NVAF Defense: As in the 1967/68 sce- 
nario. 

NVAF Discretionary Forces: As in the 
1967/68 scenario. 

NVAF Aircraft Armament: As in the 1967/ 
68 scenario. 


Victory Conditions: 

1) The U.S. player receives a number of 
victory points equal to the number given 
for each target listed in the section on 
potential USAF targets. In addition, the 
USAF playerreceives half of the VPs listed 
for a target if it suffers 50% or more dam- 
age. 
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2) The USAF player receives 4 VPs for 
each NVAF aircraft destroyed either in the 
air or on the ground, and 3 VPs for every 
radar, AA gun, or SA-2 launcher de- 
stroyed. 

3) TheNVAF player receives 9 VPs for 
each F-111 destroyed. 

4) Victory is judged on the basis of 
victory points. The player having the larg- 
est total of victory points at the end of the 
game is the winner. 


Special Rules: 

1) The campaign scenario in this article 
consists of five night missions played 
consecutively. 

2) The weather option must be used. 

3) Keep a tally of all USAF losses; the 
USAF player has only six F-111 aircraft. If 
all six aircraft are lost before the end of the 
fifth mission the game ends immediately. 
4) Since there are only four F-111 air- 
craft units in the countermix, two aircraft 
(only) may be returned to play after being 
destroyed. Their loss still counts for victory 
determination purposes. 

5) Тһе amount of damage suffered by 
each target is cumulative and must be re- 
corded. 

6) At night, only MiG-21s may inter- 
cept and only 57mm and 85mm AA guns 
may fire — deduct 2 accuracy points when 
resolving AA gunfire combat. 

7) АП Е-1116 are based at Takhli 
RTAFB. 

8) Only the designated targets may be 
attacked. 


Variations: 

1) Try playing this campaign scenario 
under daylight conditións. 

2) Allow the USAF player to use one 
EB-66. 

3) Allow the NVAF player to substitute 
MiG-19 aircraft for MiG-17s. 

4) Allow the USAF player to strike tar- 
gets located only in the Hanoi and 
Haiphong areas. 

5) When any USAF aircraft is shot 
down, players may elect to play scenario 
five (search and rescue) in an effort to 
rescue the two-man crew. After complet- 
ing this scenario, the next strike is played 
followed by another search and rescue 
operation if an F-111 is lost. 
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The Eighth Empire 
A Viceroys Scenario 


By James E. Meldrum 


Viceroys, distributed by Task Force 
Games, is a game simulating the discovery, 
exploration, and colonization of the New 
World. Players become the leaders of the 
major colonial powers at the dawn of the 
post-Renaissance period. АП of the players 
have a chance to participate in the eco- 
nomic and military competition (and con- 
flict), political treachery, and exploration 
during the age of discovery. Players also 
have a chance to loot any native empires or 
kingdoms that they may encounter. Unfor- 
tunately, the natives of the New World 
don't have much to say about the matter. 

One can only wonder what impact 
might have been made on history and, 
indeed, the world if the already advanced 
native civilizations of the New World had 
been left undisturbed to flourish and de- 
velop. What might have happened if these 
civilizations were not looted, but instead 
managed to co-exist to some degree with 
the Colonial Powers? No one will ever 
know what might have happened if these 
civilizations of the Mayas, Toltecs, Aztecs, 
Incas, and others had managed to thrive 
instead of being looted. 

This variant material is intended to 
present an alternative historical possibility 
that a coalition of native empires survived 
and united itself against European coloni- 
zation. All Viceroys rules are in effect 
unless noted, and existing game equipment 
is used wherever possible. In case of arules 
conflict, disputes are referred to the Rules 
Lawyer with the solemn reminder that 
common sense should be used given the 
premise that this variant is based on . This 
variant is based on the following historical 
premise: 


Cortez' attempt to kidnap and ran- 
som the Aztec king failed, and the Spanish 
expedition was repelled with extremely 
heavy losses after its treachery was discov- 
ered. During the fighting against the rela- 
tively advanced technology of the Euro- 


pean forces (native technology at this time 
being roughly equivalent to medieval Eu- 
ropean technology), the conservative Az- 
tec aristocracy suffered heavy losses. 
Consequently, influence decreased, result- 
ing in a less oppressive Aztec aristocracy 
and government which was more apt to 
make political concessions. 

With the Aztec aristocracy in a weak- 
ened state, political alliances with neigh- 
boring native empires were made to ensure 
survival. The Aztecs formed an alliance 
with the Incas and the remnants of the 
Mayas. As a result, this coalition of em- 
pires presented a united front for resisting 
European colonization and looting since it 
had a much greater military capacity (at 
least in terms of numbers). 

Another assumption is that Ferdi- 
nand and Isabella did not eject the Moors 
from Spain as soon as they did. Thus, the 
war in Spain continued and delayed Co- 
Iumbus' discovery of the New World. This 
delay allowed the native civilizations to 
develop further and to form an even greater 
degree of cultural resistance to European 
colonization. In the 10 years that elapsed 
while the fighting against the Moors was 
being concluded, Indian civilizations in the 
Americas progressed... 


Introduction: 

The variant material presented in this 
article is intended to simulate a non-player 
state representing a coalition of native 
empires including the Aztecs, Incas, Ma- 
yas, and others, or an active Eighth Empire. 
This coalition empire is intended for use 
mainly with the “Spanish World" scenario 
which is more military-oriented, giving 
players a chance to see how well natives 
could have resisted the Spaniards or any of 
the other hostile colonial powers. 

When played in conjunction with the 
"Spanish World" scenario, this variation is 
intended to represent a situation where — 

in spite of the New World being mostly 
discovered — there is that one last empire 
available to be subjugated, looted, and 
reckoned with. 

Players are reminded that unless oth- 
erwise mentioned, all Viceroys rules are in 
effect. Whenever disputes arise between 


the material presented in this article and the 
game rules, the Rules Lawyer and/or the 
regular game rules will take priority in 
resolving the dispute. In all cases, players 
should use common sense and avoid giving 
excessive advantages to the colonial pow- 
ers when resolving rules questions that 
affect the variant native empires in this 
scenario. 


Number of Players: 

The native empire used in this variant 
is intended to be used with any number of 
players, providing a state for an eighth 
player. In situations where no one plays the 
natives, the native empire is played as a 
non-player state. 


Set Up: 

When this variant is played, use the 
same set-up as for the "Spanish World" 
scenario as shown on page 31 of the rules 
book but with the following exceptions: 

1) Placeanative empire marker on each 

of the following squares: 
20N, 280°W (Mexico); 10°N, 
280°W (Mexico); 10°N, 290°W 
(Guatemala), 10°N, 300°W (Nicara- 
gua); O'N, 300°W (Panama); 0°М, 
310°W (Caratagena); 10°S, 300°W 
(Peru); 20°S, 300°W (Peru); 20°S, 
310°W (Peru). 
All of these native empires are, for 
the purposes of this variant, a single 
empire united against European 
colonization efforts. All other Span- 
ish colony markers are set up as indi- 
cated on page 31 of the rules book. 

2) Unlooted native city markers are 
placed at: 10°N, 280°W (Mexico); 
10°N, 290°W (Guatemala); 10°S, 
300°W (Peru); 20°S, 310°W (Peru). 

3) Section C3E in the set-up instruc- 
tions of the “Spanish World” sce- 
nario must be modified to account for 
the existence of the Native Empire. 
Subtract 25 crowns from the initial 
total that Spain has to build units 
with. 

4) Section C3F in the set-up instructions 
for the “Spanish World” scenario 
must be modified to account for the 
continued existence of a native em- 
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The Indian Mutiny 


pire. The Spanish player receives all 
award markers for all colonies and 
achievements given in the set-up 
instructions except for looting a city 
(cities), looting a native empire, and 
the supplemental 20 crown award. 

5) A native capitol exists at 10°N, 
280"W (Mexico); a citadel also exists 
in this square. 

6) Imperial native armies with a 
strength of at least one exist in all 
native empire squares at all times. 
Add one to all die rolls for raising 
native armies. 

7) Two gold and two silver mines are 
placed anywhere inside the native 
empire. 

8) Because Spanish greed, cruelty, 
treachery, and territorial ambitions 
have already been revealed to the 
native empires, the colonization table 
must be modified: 


Colonization now fails on a dice 
roll of 2-5 

Natives will now attack on a dice 
roll of 6-10 

Local chiefs may now be bribed 
only on a dice roll of 11 
Colonization now succeeds only 
on a dice roll of 12+ 

No native cities/capital may be 
colonized without first being con- 
quered. 

9) Do not use the Imperial Civil War 
random result. 

10) Use a -2 dice roll modifier when 
attempting to colonize a square that 
is adjacent to a native empire 
square. 

Victory Conditions: 

Victory conditions remain the same 
except that if a European power "wins" 
victory points are subtracted from his total 
at the end of the game if the native empire 
survives in any form; all native empire 
squares must be eliminated to avoid this 
penalty. 

Two victory points are subtracted 
from the winning player's total for each 
surviving, unlooted native empire square. 
Three victory points are subtracted if the 
square contains an unlooted city, and four 


points are subtracted if the native empire 
capital is intact. 

After making the above adjustments 
to the victory point totals for the game, 
recalculate the victory point totals for all 
participants and determine a victor for the 
game. 


Native Colonization: 

Recent archaeological evidence sug- 
gests that the Aztecs made small scale 
attempts to establish colonies in extreme 
northern Mexico and parts of the south- 
western United States. If the Aztecs or a 
coalition of empires had attempted to ex- 
pandon a large scale and move northwards, 
such an expansion could have brought 
them into direct military conflict with one 
of the European colonial powers. 

The effects of colonization by a na- 
tive empire and any conflicts generated 
with European colonization may be ex- 
plored using the following variant rules in 
conjunction with the native empire rules 
given earlier: 

1) No native colonization may take 
place in squares that are separated 
from the North or South American 
continents by a major water barrier. 
As an example, a native empire may 
not colonize Cuba. 

2) Areas are explored and colonized in 
the same manner as the Europeans. 

3) Economic resources for the variant 
native empire are provided by the two 
gold and two silver mines established 
within the empire at the beginning of 
the game. 

4) Native kingdom markers are used as 
native colony markers. The number 
of colonies that the native empire 
player may establish is limited by the 
number of kingdom markers avail- 
able. 

Note: Players may be required to make 
extra game counters for keeping track of 
native crown totals, etc. Also, extra land 
combat units may need to be made for the 
natives. Only infantry units may be made 
since horses were unknown in the New 
World prior to the arrival of the Spanish in 
the Americas. 


Detailing THE 
INDIAN MUTINY 
Variants for 
The Indian Mutiny 


by James C. Gordon 


Strategy & Tactics #121 offered The 
Indian Mutiny as its issue game, the Sepoy 
Uprising being a previously untouched 
subject. Simulated at the strategic level, the 
game captures the glamour and tragedy of 
that ill-fated rebellion. The British forces 
are scattered and outnumbered once the 
revolt is in full swing. With the addition of 
reinforcements and judicious use of artil- 
lery, cavalry, and leadership, the British 
should be able to turn the situation around. 
The Indian forces must conserve their 
forces and force the British to carry the 
offensive burdens. 

The variants which follow were con- 
ceived as measures to increase the detail in 
the Mutiny/Movement/Combat system. 
Also, many of these modifications pro- 
vided appropriate handicaps for a novice 
against a skilled player. In some cases, 
players can select only one variant at a time 
from a single section, although several can 
be combined from different groups in a 
given contest. 


Mutiny 
1. When a province revolts, roll the 
die individually to determine which towns 
revolt and which Indian regiments mutiny. 
2. Historical timing of provincial 


revolts: 5 
May I — Rohildkhand, Bundelkhand 
May II — Northwest Provinces, 


Oudh, Rajputana 

June I — Bengal, Punjab (excluding 
disarmed units) 

June II — all other provinces 

3. With (2) or (3) above, all British 
forces are active on May I, subject to initia- 
tive die rolls. Nicholson must operate in the 
Punjab until it revolts or all Indian units are 
disarmed. 

4. Extreme Uprising: all provinces 
revolt on May I. 
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Civilians 

1. During the Mutiny Phase, two (2) 
units appear in Delhi and Calcutta. Roll 
separately for possible elimination. 

2. Deploy all 20 civilian units at 
start, with two (2) each in Delhi and Cal- 
cutta , and one (1) each in Cawnpore, 
Luchnow, Agra, Muttra, Allahabad, Dina- 
pore, Barrackapur, Berhampore, Main- 
puri, Ahigarh, Gwalior, Lahore, Jullunhur, 
Meerut, Bareilly, and Amballa. 

3. When a civilian unit is stacked 
with a British leader, roll one die. On a 
result of *6', that unit becomes activated for 
use as a regular field unit, or can be 
absorbed as a step loss replacement at any 
time. 


Badmash 

There are six extra units provided in the 
counter mix, above those called for when 
all provinces revolt. 

1. Onaroll of ‘1’ - ‘3’, add 1 (+1) to 
the number of Badmash units deployed in 
the six provinces that normally receive 
them. 

2. On a roll of ‘4’ - ‘6’, one (1) 
, Badmash unit deploys in each of the fol- 
lowing provinces: Rajputana, Kashmir, 
Bhonsla's Lands, Sind, Gajarat, and 
Kumaon. 

Leaders 

1. The King of Delhi is an effective 
leader, with the following initiative-com- 
mand-combat rating: 4-15-* 

2. Any leader without a combat 
modifier (*) receives a bonus anyway, ona 
die roll of ‘6’, rolled prior to combat. 
Limited to three uses per leader per game, 
at any time. 

3. Rebel leaders receive an extra 
bonus when initiating (not defending in), 
combat within their home province. Add a 
plus one (+1) Die Roll Modifier during the 
first round of any such combat. 

4. British leaders do not roll for 
elimination when they cross provincial 
borders, but Lawrence dies automatically 
on July I, Barnard on July II, and Nicholson 
on September II. 


Movement 

1. Units expend one extra (+1) 
Movement Point to cross a river when not 
moving along a road. 

2. Cavalry units moving alone have 
a basic movement rate of five (5) Move- 
ment Points. 

3. The British can suppress revolts 
in towns during movement by expending 
one extra (+1) Movement Point, and roll- 
ing for suppression. 

4. Units can make forced marches 
up to double their normal movement rate 
by rolling for attrition for each extra Move- 
ment Point used. 

5. The British can move units by sea 
between Calcutta and Karachi. This trans- 
fer requires one turn of off-board move- 
ment at sea, or one turn of delay before 
deploying reinforcements. 

6. Either side can attempt to evade 
combat in an open area (an area without 
towns or roads). The player seeking com- 
bat locates the opponent on a die roll of ‘1’ 
- ‘3’, with a minus one (-1) Die Roll Modi- 
fier if a cavalry unit is present. 


Combat 

1. When crossing a river before ini- 
tiating combat, the attacker uses а minus 
one (-1) Die Roll Modifier on the commit- 
ment table. During the first round of com- 
bat, the attacker has a minus one (-1) Die 
Roll Modifier, and the defender has a plus 
one (+1) Die Roll Modifier. 

2. During field combat (not siege), a 
player using cavalry gets a plus one (+1) 
Die Roll Modifier for combat resolution. 

3. During field combat, a player 
using artillery gets a plus one (+1) Die Roll 
Modifier for combat resolution, but only 


during the first round. 

4. Forces conducting a siege suffer 
attrition die rolls on every third turn of the 
siege, starting with the fourth turn. 

5. А besieging force can assault a 
fortified defender using the standard com- 
bat procedure with modifiers of minus two 
(-2) for the attacker and plus two (+2) for 
the defender in all rounds. The attacker 
must also roll for attrition. 

6. When checking morale for a re- 
treat after combat, use a minus one (-1) Die 
Roll Modifier if a leader is present. 


Forces 

1. When stacked with any British 
unit, the two 3-5 artillery units can be 
broken down into three 1-5's and operate 
separately. 

2. Instead of using the 3-5 unit de- 
ployed at start, one 1-5 artillery unit is 
stacked with each British regiment on the 
map. The reinforcements include a total of 
three artillery 1-5 units. 

3. All occupied towns have an intrin- 
sic 1-5 artillery strength, which can be 
eliminated through attrition or combat. 
Delhi and Calcutta have an artillery 
strength of 2-5. 

4. As each Indian leader activates, 
excluding the King of Delhi, the Indian 
player deploys one 2-5 artillery unit. 

5. All cavalry units may be broken 
down into smaller units, as in (1) above. 
Either side may use this option, but the 
Multani Horse must remain with 
Nicholson. 

6. For every three British Foot regi- 
ments on the map, and every three Indian 
regiments which mutiny, add one 2-5 cav- 
alry unit to the respective side. 


Game Sale: 20% off all prices on previous 
list! New items added to list, which inlcudes 
SPI, Yaquinto, FASA, AH, GDW, TSR, 
Victory, West End, and many others, plus 
magazines, computer games, micro-armor, 
and miniatures rules. Send SASE for list. 

Jed Docherty 

400 Grant Ave 

Highland Park, NJ 08904 


For Sale: Over 100 games and magazines. 
Also WWII miniatures. Most have lami- 
nated maps and the counters have been X- 
acto cut, not punched. Send SASE. 

Tom Newton 

3205 W. Ave R. 
Temple, Texas 76504 


PRE-PUBLICATION ANNOUNCEMENT! 


S.S. АМЕНКА: 
A “WHAT-IF” GAME OF THE NAZI INVASION OF THE U.S.A. 


(Formerly Titled "Case Geld.") 


Yes! The game they said would never be done will, in all its sinister and evil glory, be avail- 
able for shipment on 1 November 1989! Reserve your copy now at the special pre-publica- 
tion price of $50.00, plus 15% P/H. 


S.S. Amerika (and thanks to John Psinas of Ville St. Laurent, Quebec, for the winning entry in the “Rename 
This Game” contest) has 800 units, 4 full-size (34" x 22"), full-color maps, and a 32-page rules/scenario booklet 
boxed). Here are some sample units: 


( 
The game, designed by Joe 
J 
Miranda and developed by 
A —— Terry Shrum and The Fresno 
1 0 Game Assoc., has five scenar- 
12-5 10-0-13 Atrocit ios: a 1941 invasion as follow- 


up to a successful Operation 
Sealion; a 1944 invasion with a 
much more heavy-duty kind of 


OB for both sides; an Allied 
1974 ЯС) counteroffensive operation; а 
ы 5 1946 invasion with enhanced 


technology; and World War Ill 


12 9-5 16-8 in 1949. 


S.S. Amerika is operational/strategic in scale (50 miles to the hex, one-month turns, division/brigade/regiment 
OB), but as you'd expect, it has a system that provides a lot of tactical feel. We've got everything the WWII 
"Panzer Pusher” enthusiast could ask for: fully developed OBs for the Germans, Italians, Japanese, Americans, 
Commonwealth and European exile forces, the Central and South Ап сапз, the RCMP (!), and Alaskan 
Scouts (!!). There's a bloody CRT and enough replacements to keep everyone's forces turning over and over. 
We've got railroad guns, commandos, partisans, turncoat Americans, airborne panzers and panzergrenadiers, 
helicopters, four kinds of fleets, nukes, chemical warfare, scorched earth, subversion, atrocities, national 
morale, leaders, and on and on! 


9727 


—0 330 D 


World War Il and Alternate-History enthusiasts don't be left out! This is the game that 
shows what it would've been like had America REALLY been involved in “the big one." It 
makes the real-war eastern front look wimpish by comparison! No wargame like this has 
ever been published before, and probably nothing as stupendous will ever come around 

again! This will be a limited-print-run game and will likely become an instant collector's item. 
Reserve your copy now! Available from: 


3W 
P.O. Box F, (4070 West St.) 
Cambria, CA 93428 


Tel.: (805) 927-5439. 
VISA and MC accepted. 


Now you can play an electronic version of 
Т5К5 SNIPER!™ war game solo or man-to-man 
against other Sniper players. Right from your 
computer keyboard. 

Choose your mission and re-create the 
unpredictable, explosive flow of World War П 
combat in close-quarter, house-to-house 


raids or patrols, whether youre / 4) 


li, an unprotected American under 
German sniper fire or a French \ 


COMPUTER-TO-COMPUTER 
COMBAT IS HERE. 


squad leader advancing men ` 


through an enemy-held village. 


All you need to play the SNIPER!" game 


pP andmanyotherchallenging interactive games 
^ on CompuServe is a personal computer, 
е” 2 a modem, and a CompuServe membership. 
To join, call 800 848-8199, If you're already 
a member, type GO SNIPER 


at any ! prompt. 


CompuServe: 


SNIPER! is a trademark owned by and used under license from TSR, Inc. The SNIPER! product on CompuServe is © 1989, CompuServe Incorporated, and © 1989 TSR, Inc. All rights reserved. 


FLY OUR 
UNFRIENDLY 
SKIES. 


When you fly with SSI, you 
can forget about a smooth 
ride and in-flight movies. 
Our latest flight simulator, 
FIRST OvER GERMANY," has 
you piloting your very own 
B-17 bomber on 25 real-life 
combat missions over the 
deadly skies of Nazi Europe. 

Learn to love engine/ 
mechanical failures, fuel 
leaks, falling out of forma- 
tion and bailing out. Dodge 
murderous flak and engage 
enemy fighters in realistic 
animated combat. 

Then pray for survival. 


FIRST OVER GERMANY. 
It’s a flying experience 
you won't forget! 
COMMODORE 64/128, 


IBM, APPLE II SERIES, 
AMIGA 
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You're ready for takeoff 
from Thurleigh airfield in 
England. 


ш Be 
3 шамы” 


121 а т 


E 

" К wee m 
ww oe 

t: 


The strategic map. 
shows a portion 2 
of England and P 
France. 4 
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Visit your retailer 
or call 1-800-245-4525 
to charge on VISA/MC. 


To receive SSI's complete 
product catalog, send $1.00 to: 
SSI, 1046 N. Rengstorff Ave., 

Mountain View, CA 94043. 


